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_ Back spin or top spin can turn 
a good shot into a great one. 


Adjust your stance to 
hit a draw or fade. 
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mrt Select your club or use the 
computer's recommendation. 


You won't spend anything on greens fees. But 
you'll spend hours on the course with Ultra Golf™ for 
Game Boy* It's the most professional Game Boy golf 
es experience around. Tear up two 
monster courses in practice mode 
or play up to four days of 
championship competition. But first i 
youll have to make the cut. In two player 


mode go head to head in stroke or match — | 


play on either course with justoneGame |“ 


- 


Boy. A battery back-up saves the tournament leader board in one "al 


_ player mode and records closest to pin, longest drive, best score 
and tourney results. So tee up Ultra Golf. It’s so authentic you 
can almost smell the sod. sce 2 
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Scan the entire hole’s topography 


before aiming your shot. 


Play your shot according to. 
wind speed and direction, 
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Cover: Capcom’s Street Fighter II: 
The World Warrior for the Super NES 
has finally arrived. Turn to page 36 
and see how the largest game ever 


created for the Super NES compares 
to its coin-op big brother. 


Cover Art: Mike Wepplo 
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FEATURES REVIEWS & PREVIEWS 


56 
THE CONQUEST OF CRON: 
A PLAYER’S GUIDE TO 
MIGHT & MAGIC, PART I 


by Clayton Walnum 
Might & Magic for the Genesis is one of 
the largest role-playing games on any 
game system. Our game guide will help 
you get over the worst hurdles, so you 
can get down to serious adventuring. 


68 


SUPERHEROES ON THE 
SCROLLING SCREEN 


by David S. Moskowitz 
Comic-book heroes have long been the 3 6 
focus of some video-game companies. VIDEO-GAME REVIEWS 
Join us as we take a look at characters Street Fighter II: The World Warrior, 
that have made the successful transition Splatterhouse 2, Defenders of Dynatron 
from comics to video games. City, The Blues Brothers, Spanky’s Quest, 
Gunboat, Raiden Trad, Ferrari Grand Prix 
f 6 Pee ney Ni “ pe Carmen 
andiego?, Rival Turf and Stanley: The 
A.C.M.E. SHOW REPORT Search for Dr. Livingston. 
by Donn Nauert 


Held once every year, the American Coin 
Machine Exposition exposes electronic 
gaming’s latest entries in the coin-op 
division. This year’s offerings in San 
Antonio won’t disappoint you. 


82 
BRINGING THE 
HARDWOOD HOME: 
ELECTRONIC BASKETBALL— 
1992 STYLE —~ 
by Bill Kunkel 64 


The basketball season ran longer this 


COMPUTER-GAME PREVIEWS 
John Madden Football, A-Train and 
American Gladiators. 


98 
COMPUTER-GAME REVIEWS 
The Taking of Beverly Hills, Populous I], 
The Simpsons: Bart’s House of Weirdness, 
Elvira II: The Jaws of Cerberus, Flames of 
Freedom, Bush Buck Global Treasure 
Hunter, Bloodwych, Super Tetris, Out of 
This World, Conquests of the Longbow: 
The Legend of Robin Hood, 
Glider 4.0 and Falcon 3.0a. 
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year, giving software developers extra 
time to produce more entries. Join our 
expert as he surveys the best 
three-point games around. 


GAMING ON THE GO 


by Chris Bieniek 
Crystal Warriors, Turn and Burn 
and Basketbrawl. 


COMPUTER-GAME STRATEGIES 114 
FANDANGO 116 
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oy, when 
we make 
changes at VG&CE, things 
really change! If you take a look at 
this page next month, you'll see 
some subtle changes to the left. 


First and foremost, this is the last 
issue that Donn Nauert will be 
working on the staff of VG&CE; but 
you won't be missing him from the 
~ video-gaming scene. He'll be taking 


a job at Acclaim to work in its game- 


development division. You'll no 


doubt see his name scroll 
by in the credits when you 
complete a game. 

Donn’s contribution to 
both VG&CE and TursBo- 
PLAY will be missed, but, 
of course, we can't roll 
over and die; we must move on. So 
taking Donn’s place is a familiar 
name, Chris Bieniek. Chris has 
been reviewing games and writing 
articles for VG&CE and TURBOPLAY 
for quite some time. With that 
behind him, I’m sure he’ll jump 
right into the fray with both feet—a 
contribution that will make both 
magazines stronger. 

Also leaving us with this issue is 
Tammie Cushman, our editorial 
assistant. We welcome phone calls 
and correspondence, and Tammie 
was always there to help people 
out with their requests. She, too, is 
moving on to bigger and better 
things. Taking Tammie’s place will 
be Stephanie DeGhuee, who comes 
to us from the fast-paced world of 
entertainment. It will take her a 
while to get used to us slowpokes, 
but | think it will work out. 
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Finally in the 
change’ depart- 
ment, and to expand on a letter 
from our Reader Mail section this 
month, you'll be seeing additional — 
coverage on the NeoGeo in the 
pages of VG&CE. Previously, it was 
impossible to cover anything more 
than the arcade system (which 
we've been doing in the Destina- 
tion Arcadia column since the 
machine was released) because the 
home cartridges weren't available 
: in time for review. We felt 
it wasn't worth taking the 
Space in the magazine to 
review a cartridge that 
was already on the mar- 
ket. Thanks to the gra- 
cilousness of SNK, who, 
like us, was interested in getting 
the home versions reviewed, we've 
received one of its stand-up arcade 
machines for our office. That 
enables us to look at the games 
before they are released to the 
stores. Getting early looks at the 
games lets us put reviews in the 
magazine. All you people who 
wrote letters asking for more 
Neo*Geo coverage, your wish is 
our command! 

As the old song goes: “Oh, the 
times they are a changin’.” If you 
have any suggestions, advice or 
criticism, don’t hesitate to drop us 
a line at the address to the left. This 
is your magazine—we’re just here 
to put it together for you. And as 
we've said before, thanks for read- 
ing VG&CE. 


—Andy Eddy, Executive Editor 


1G GEORGE; BAD BART, 
D NGISPIDEY 


Gear up for the best Game Gear’ action with George Foreman's 

KO Boxing”, The Simpsons’: Bart vs. the Space Mutants, and 
Spider-Man* Sensational head-to-head boxing, insane Simpsons 
mayhem and web-slinging superhero excitement...get it all from 
Flying Edge’! 


¢ 7 
OFFICIAL 


. SEGA 
FLYING 
—— wie, AL \ : | ah 
E DCE 
A Division of Acclaim Entertainment, Inc. GAME GEAR 


COLOR PORTABLE VIDEO GAME SYSTEM 


The Simpsons TM & © 1992 Twentieth Century Fox Film Corporation. All rights reserved. Spider-Man® and the distinctive likeness thereof is a trademark of Marvel Entertainment Group, Inc. and is used 
with permission. © 1992 Marvel Entertainment Group, Inc. All rights reserved. Sega™ and Game Gear™ are trademarks of Sega Enterprises Ltd. George Foreman’s KO Boxing™ and Flying Edge™ are 
trademarks of Acclaim Entertainment, Inc. © 1992 Acclaim Entertainment, Inc. All rights reserved. 


CIRCLE #200 ON READER SERVICE CARD. 


Battle Unit Zeoth”™ 


Four great ways to survive 


Good old Aunt Emma. Spiced tea, melba toast, doilies on the 
chairs. Great place to visit—if you’re about 50! 

Next time, be prepared. Go armed to the teeth with these exciting 
Game Boy’ adventures from Jaleco. 

Battle Unit Zeoth" It’s war and more! In this high-tech, science 
fiction battle against invading aliens. Take it to ‘em with vulcan cannons, 
hyper bombs, beam guns and hyper shields. 5 levels of horizontal and 
vertical scrolling action...tons of power ups to discover...a treacherous 
boss to defeat on every level. The furious fighting never stops! 

Q*bert* “Ugg” is something oe 
more than youll say when Aunt 
Emma serves you chipped beef on 
toast. Ugg is one of Q*bert’s deadliest 
enemies. Bounce from square to 
Square as you try to rescue Q*bert 
from Ugg and other deadly foes. 20 
different playfield configurations. , 
64 exciting rounds of play. Q*bertis FE 
the perfect Game Boy game...simple L 
to play, easy to pick up and get 
into—but hard to put down. 


€3 JALECO. 


Count all of the Jaleco games in this ad. If your answer is 
correct, you'll get a surprise. Submit your answer, name and 
address to: Aunt Emma, 310 Era Drive, Northbrook, IL 60062. 


Fortified Zone” ; Bases Loaded’ for Game Boy. 


your next visit to Aunt Emma's. 


Fortified Zone” Aunt Emma will keep her distance when she hears the 
blasts of this thriller coming from your Game Boy. Two agents — one man, 
one woman — try to infiltrate and destroy an enemy fortress. He shoots 
and blasts. She wins by thinking. One player can be either character. 
Link two Game Boys for the unique “double blind” feature — both players 
work independently. Takes double the teamwork and strategy. Gives double 
the excitement in return. 4 ultra-intricate levels. 6 death-defying rounds. 

Bases Loaded‘ for Game Boy. While Aunt Emma boils spinach, 
you can be hitting fence-clearing home runs, diving for slashing line 

m drives and pitching wicked curves. All 
from both batter and pitcher perspec- 
tives. For one or two players, this is all the 
action of the best selling NES baseball 
game right in the palm of your hand. 

Next time youre faced «. 
withendlesshoursof ~@w&. 
Aunt Emma in your face, (Gin 
remember to bring ( gatas 
your Game Boy and 
Jaleco games. 
Don’t leave home 
without them! 


sevecr 


Jaleco? Battle Unit Zeoth™ Fortified Zone™and Bases Loaded® for Game Boy are registered trademarks and 
trademarks respectively of Jaleco USA, Inc. Q*bert™FOR GAME BOY New Matter ©1992 JVW Electronics, Inc. 
Based on Original Work ©1983 Columbia Pictures Industries, Inc. As Successor to Myistar Electronics, Inc. 
All Rights Reserved. Game Boy® is a registered trademark of Nintendo of America Inc. ©1992 Jaleco USA, Inc. 


CIRCLE #105 ON READER SERVICE CARD. 


AT LEAST IT’S NOT 
PONY EXPRESS 

Dear VG&CE: 

| really enjoy VG&CE, except for 
one major thing. That one thing is 
subscription delivery. No, most of 
the time VG&CE arrives on time (it 
has been up to three weeks late, but 
that’s not what I’m crying about), 
but it arrives MANGLED! | realize 
that it’s a problem with the good ol’ 
U.S. Postal Service, but another 
video-game magazine ships theirs in 
a sealed plastic bag, and it arrives in 
mint condition. My March VG&CE 
issue arrived today, and | think the 
cover looks cool, but | can’t tell 
because it is all torn up. | know it 
would cost more to ship it 
wrapped; | know it would be 4 
extra “politically incorrect” | 
plastic to throw away, but if | 
my mag is torn up, | will just — 
have to throw it out and cancel 
my subscription. This is not a threat, 
but a plea. Please look into it. 

If you don’t believe me, or you 
think it’s an isolated case, print this 
letter or ask if anybody is having 
subscription problems in your Letter 
From the Editor section, and see 
what kind of response it gets. 

Thank you for your time. 

—Dave Whittle 
Knoxville, Tennessee 


Dave, we’re sorry that you're 
having delivery problems, but that’s 
how it must be treated: as a delivery 
problem. Give your local post office 
a call and tell them that you are get- 
ting your magazine in tattered con- 
dition. Though the problem might 
not be local, they can send word 
down the line between our sending 
P.O. and your local PO. to see if it 
cant be fixed. The same should be 
done if you are getting your maga- 
zine later. You should get VG&CE 
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delivered to your home (within the 
U.S.) somewhere near the tenth of 
the month before the cover date. 
That means this magazine should 
get to your home around May 10. 

It is very expensive to deliver a 
magazine through the mail in a 
poly-bag (plastic wrap) envelope, 
and, in this recession, we’d like to 
keep things as inexpensive as possi- 
ble. Though you aren't the only one 
with this type of problem, rest 
assured that thousands of others 
get their home-delivered copy of 

VG&CE in good condition. As a ver- 
ification, we get a copy of VG&CE 


sent to us exactly as a subscriber 


would get it (to verify date and 
quality of receipt), and have had 
no trouble at all. 

As a final step, if you—or any one 
of our readers—have a problem 
with your subscription or need a 
back issue, give our subscription 
office a call at (310) 858-7155. Good 
luck, and thanks for reading VG&CE. 


NO MISTEAKS PLEASE 

Dear VG&CE: 

| usually don’t write letters. A 
true product of the times, | do 
most of my communicating by 
phone. Besides, I'd rather be play- 
ing computer games (recommend- 
ed, naturally, by your excellent 
magazine). But, as a sincere and 
firmly addicted admirer and enjoy- 
er of top-notch games (Populous, 
SimCity, AD&D, etc.), | wanted to 
write of a concern regarding one 
aspect in the production of these 
games that seems to have been 
overlooked by most major comput- 


er software companies—the 
English language. 

My friends and | have been upset 
by consistent typos/misspellings in 
computer games. In America, where 
education has been a bad joke for 
decades, it's distressing that today’s 
cream of the brain-oriented should 
be so careless in responsibility that 
errors are passed on to the cus- 
tomer without a second glance. 

A couple of examples: 

* In Populous II, the word “paci- 
fist” is used. And there it is on my 
screen: “pacafist.” A Pac-Man rela- 
tive, perhaps? (Since the world of 
American computer software is 
based in California, it might be 
assumed the spelling of the Pacific 
Ocean would be a clue to the spelling 
of pacifist, even if they don’t know 
that “c” followed by “a” makes the 
“ce” sound hard instead of soft.) 

> In an AD&D game, one frame 
intends to ask the player, “What Do 
You Do?,” except the screen reads, 
“What To You Do?” We're not talking 
about the minor errors found in 
almost any printed matter, but about 
glaring errors that give the impres- 
sion it doesn’t matter. 

It will be a great pity if the bright 
and funny minds of the computer 
world continue to be examples of 
contempt both for English and for 
taking the time to see a job done 
thoroughly and well. The lack of a 
sense of personal pride in a product 
has created many of the problems 
this country suffers from today. 
We'd like to think of software cre- 
ators as a hope, both educationally 
and ethically, and not as perpetua- 


Letters to be considered for publication 
should be addressed to Reader Mail, VG&CE, 
9171 Wilshire Blvd., Suite 300, Beverly Hills, 


CA 90210. Letters may be edited for style, 
clarity and space considerations. We regret 
that we cannot respond to all mail received. 
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The Master of 
Adventure: 


yoyo 
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VCE AM Now available for Super NES, the Nintendo Entertainment 


System and Game Boy! 
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Master Higgins is back in his wildest and greatest 
adventure of all! He leaps into action to defeat an 
army of guardian animals and monsters that protect 
the evil wizard, Dark Cloak! Join Master Higgins as 
he reaches new heights of excitement on his high 


weve 
flying skateboard. Speed through underground ¢ Ginna ¥ 
caves in a crazy mine car ride! Go from dangerous e 
tropical shores to the belly of a whale - all in search | 
of his final battle with the wicked sorcerer. Mi —————__- IOSONSORT USA, NG. 
R) 400 OYSTER POINT BLVD. SUITE 515 
e Secret Bonus Rounds restore power and pov HUDSON SOFT =r 
awa rd points to Our high jumping hero! ©1992 Hudson Soft USA, Inc. All Rights Reserved. Super Adventure Island ™, Adventure Island II™, 
¢ Terrible traps and gigantic villains await your Ue fan ecleraee cot Pucca Sean Ces, Ll hiotercke™, Netarsde Ectartchowmenttieatean 7 
next m ove! Super NES ™, Game Boy™ and the Official Seals are trademarks of Nintendo of America. ©1992 


Nintendo of America Inc. 
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tors of slipshod practices long over- 
due to be discontinued. 
| hope your publication will be 
able to influence the software com- 
panies to use the editing and proof- 
reading capabilities you use so 
effectively. Thank you for your atten- 
tion and for your most enjoyable 
and helpful magazine. 
—Sue Ellin 
Vernon, Connecticut 


Our answer will be short and not- 
so-sweet: Yes, there is a serious 
problem with grammar and spelling 
in computer and video games today. 
Certainly, a good chunk of that is 
due to the influence of Japan, to the 
fact that games are designed there, 
then translated for the American 
market. With that, come translation 
slipups and syntax errors. 

We'll keep pushing for “cleanli- 
ness” in the use of the language, 
but there are no guarantees. Almost 
every company has a contingent of 
beta testers and game play consul- 
tants, but, unfortunately, there isn’t 
enough use of proofreaders for 
electronic games. Maybe we'll see | 
it change if enough people com-_ | 
plain. It’s hard enough to know 
when to use “its” or “it’s” and 
whether it’s “there,” “their” or 


“they're.” 


CLUBBING THE CLUB 

Dear VG&CE: 

I'm a 40-year-old gamer who 
does not subscribe to your maga- 
zine, though | do purchase copies 
depending on Easter Egg Hunt and 
some of your reviews. 

My question is, why in the world 
are you subjecting your readers, 
many of whom are children, to ads 
from the Ultimate Game Club? I’ve 
read letters in at least two of your 
competitors’ magazines that com- 
plained of problems customers have 
had with that organization. | know 
that these problems are true 
because |, too, had problems with 
them that were not resolved until | 
contacted the Better Business 
Bureau in that city. 
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Your customers, especially the 
younger ones, will have a tendency 
to trust ads run in your magazine—| 
think they deserve better. 

—Michael Pearson 
Chicago, Illinois 


As we’ve noted before, particular- 
ly in the March 1991 Yea & Nay, 
VG&CE is interested in knowing 
that our readership is being 
treated well by advertisers. 
However, we don’t want to 
jump the gun in canceling ads 
from a game company or mail- 
order source. After our initial 
request for letters of complaint, we 
did get a bunch of letters regarding 
the Ultimate Game Club. It’s impor- 
tant to note that the owners assured 
us that there were some problems 
and that they were doing all they 
could to alleviate them. While we 
can't assure that every single com- 
plaint has been dealt with satisfacto- 
rily—no company is perfect—today, 
UGC complaints have practically 
disappeared. Giving UGC the 

benefit of the doubt, it looks as 

if we may have made the right 
move in not making a hasty 
decision. Some have called us 
insensitive, but we would like 
to call it cautious. 

Now appears to be a good time 
to reiterate our desire to work as a 
middleman between the readers 
and advertisers in disputes. If any- 
one has trouble with an order and 
hasn't gotten satisfaction from a 
company, please feel free to drop a 
note to VG&CE, 9171 Wilshire Blvd., 
Suite 300, Beverly Hills, CA 90210. 
Well do what we can to fix it. Most 
of the companies that we’ve spoken 
to have also expressed an interest in 
hearing about customers who are 


having trouble. 


GEE-0, WHEN WILL YOU 
COVER THE NEO? 

Dear VG&CE: 

First of all, | just want to let you 
know that | think your magazine is 
great. I’ve been a loyal subscriber 
for the past two or three years. I’ve 


got a gripe though. I’ve owned just 
about every video-game system to 
hit the market in the past five years. 
I've gotten rid of them all because of 
the /ame software that was consis- 
tently produced for the systems. 
Finally, the NeosGeo came onto the 
scene, and | haven't once regretted 
making the purchase. 

The Neo*Geo does have its 
problems, e.g., unlimited contin- 
ues and limited software (espe- 
cially major sports titles), but 
this I’m sure will alleviate itself 

in the coming months with the 
addition of multiple third-party 
licensees. 

It is because of the lack of cover- 
age that your magazine gives this 
great system that I’m writing you 
this letter. The Neo*Geo deserves to 
be recognized in your magazine 
with reviews, tips and player’s 
guides. Yours is the only magazine 
that | subscribe to, but, if you don’t 
start covering the Neo*Geo, I’m 
going to have to look elsewhere. 
Don’t get me wrong, | think the 
other systems deserve coverage 
too; but, let's face it, the Neo*Geo is 
where this industry is headed. Peo- 
ple are getting fed up with 8-bit 
graphics and games that just aren't 
fun anymore. True video-game 
enthusiasts demand great graphics, 
sound and game play in their video 
games, and the NeosGeo delivers. | 
agree that a lot of people who enjoy 
this hobby can’t afford the 
Neo*Geo, but there are a lot of peo- 
ple who can, and we need a maga- 
zine that will give this system the 
coverage it deserves. 

Thank you for your time and con- 
sideration in this matter. 

—Robert W. Young 
Stratford, New Jersey 


| think you’ll be pleased when 
you look at next month’s Video- 
Game Reviews section. We’ve made 
arrangements with SNK to get looks 
at Neo*Geo games before they are 
released, which was a stumbling 
block to our reviewing them previ- 
ously. We’ve been getting a lot of 
these requests, and we’re happy it’s 


finally coming true. & 
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ven the _ best 

player has trou- 

ble with a game 
now and again, but 
where can you turn for 
help? VipeEoGames & Com- 
PUTER ENTERTAINMENT has 
designed Tip Sheet to 
give you, the reader, 
answers to questions 
such as, “How do | defeat 
the end boss on this 
level?” or, “I’ve looked 
everywhere, but | can’t 
find the blue vase.” So if 
you’re having a problem 
on a game, write to us, 


and our group of experts 


will do everything they 


can to solve it. Send your 


letters to: 


VG&CE, 
9171 Wilshire Blvd., 
Suite 300 
Beverly Hills, CA 90210 


Attn: Tip Sheet 
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Can you give me the 
password that will take 
me straight to Mike 
Tyson in Mike Tyson’s 
Punch Out? 


You can start at Mike 
Tyson by entering 007- 
373-5963. 


| have the game Platoon, but | 
didn't get an instruction booklet 


with the game. | can't figure out 

how to get out of the maze. As a 

matter of fact, | can’t get out of | 
the first board. 

—Curtis Hicks 

Hillsboro, Ohio | 


BY From the explosives, travel 
DonN NAUERT left (working your way along the 
top) and then ge Rf, D, R, UL 

and finally R. This will lead you 

to the bridge and the remainder | 

of the game. 


Shining in the Darkness is a fantastic role-playing game for the Genesis. 
However, | am having a tough time finishing the Cave of Wisdom. I’ve 
explored the whole cave, and the only place | can’t travel is blocked by a 
trapdoor and treasure chest. Is this the way into the Shrine of Wisdom? If 
so, how do | cross it? If not, then how do | get out of the Cave of Wisdom? 

—Chris Neilson 
Tampa, Florida 


You need the cell key to start, then fall through the hole at coordinates 
13S, 5E to reach the treasure chest, and 10S, 18E to find the end of the cave. 


In the game Ultima Exodus, | 
can't find Exodus. | have found the 
castle, but he is nowhere in sight. 
I've done everything | can think of, 


but still no luck. All the hint book 
said was that it was a maze. Can 
you help me find Exodus? 
—Brent Bradshaw 
Kingman, Arizona 


To find Exodus, you must first 

have all four marks and all four ae sort 
cards. Once you enter the castle, take the first right and then travel up the 
corridor. When you reach the open courtyard, turn upward and continue up 
through that doorway and past the barrier. Now turn left and head down, 
following the corridor until you reach the room shown in the picture. Get to 
the back, against the water and pray. You’ve now found Exodus. Remember, 
you must have all four cards and all four marks before your prayer will be 
answered. And hopefully you spoke to the Time Lord and wrote down what 
he said. He’s located in the Cave of Moon, Level 8, in the top-left corner. 
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ON er Whoo Thrill Gori! Bag your boards for he raddest surf and skate action aval 
the wil Waza hs taken your babe to Africa. Skip the curbs and quarter-pipes; gnarly jungles and bakin’ deserts are the ultimate skate 
challenge...ever aerial over a crocodile? Killer volcanoes and mammoth waterfalls mean surfin’ more hardcore than Maui! 
The excitement rips, but Wazula’s two-headed flying Rhino and a way-tough 
Lava Monster demand serious shreddin’! So carve, slash, and trash Wazula with 
THRILLA’S SURFARI for the NES”...before he makes a monkey out of you! 


Town & Country Surf Designs® & © 1991 Town & Country Surf Designs. All rights reserved. Nintendo”, Nintendo Entertainment System® and the official seals are registered trademarks of Nintendo of America Inc. Thrilla’s Surfari’ and 
LUN® are trademarks of LUN, Ltd. © 1991 LUN, Ltd. All rights reserved. Game Pak (NES-GP). Made in USA. 
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In the January 1992 issue of 
VG&CE, there was a code for Teenage 
Mutant Ninja Turtles Il: The Arcade 
Game that we can’t get to work. We 
have for the code B, A, B, A, U, D, B, A, 
L, R, B, A, START. Is this correct? If 
not, what is the correct code? 

—Bobby Lawrence 
Norton, Ohio 


The code listed in the January 
issue is correct. After you input the 
code, during the title screen, you'll 
choose your character and then get 
the Stage Select 
screen. When 
you Start play, 
you'll also have 
ten men. 


STAGE SELECT 


I've made it pretty far in the 
game Might and Magic for the 
Genesis, but now I'm stuck. At the 
Square Lake Cavern, you must stop 
the computer's error. | entered the 
password “WAFE,” but it says there 
is an error and gives a jumbled 
message; then it says “answer 
=PREAMBLE,” and wants another 
password. Could you please tell me 
what that password is? 

—Ramzi Nuseibeh 
Aurora, Indiana 


Here’s an example of how to 
decode the cryptogram. 

VE THE PEOPLE OF TERRAIN 
ORDER TO FORM A MORE UNION, 

AC ABC GCYGTC VE XCKKO 20 
YRICK AY EVR OC iV Re LOzyoO 


ANSWER=PREAMBLE 
GKCOLTC 
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In the game Little 
Nemo—The Dream 
Master, how do] 
defeat the end boss on 
Level 8? | can’t get past 
the small birds he 
throws. 

—Kylie Tate 
Coalmont, 
Tennessee 


Press SELECT to 
switch to the Morning 
Star and take out the 
small penguins. When 
the larger penguin 
appears, press and 
hold the B button to get 
a high-power beam. 
When the _ larger 
penguin Is In range, 
fire. It will take about 
eight to ten hits to beat 
this boss. 


= ee ee ee ee ee 
NIGHTMARE LAND i 
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I’m in Chapter 4 of Star Tropics for the NES. 
There’s one part that requires you to dip the letter 
that came with the game in water to get a code. The 
problem is that | lost the letter. Could you please 
give me the code? Thanks. 


—Jenni Meister 
Diamond Bar, California 


The code that you get by dipping the letter in 


water Is 747. 


| have the game 
Raiden for the Turbo- 
Grafx-16. Could you 
please tell me how | 
can get past the Level 
6 boss? 
—Billy Dowd 
Kansas City, Kansas 


This can be one of 
the toughest bosses 
ever, if you don't know 
the pattern. First, 
move as close to the 
two heads on the 
second track (the ones 
in back) as you can to 
take them out. Now, 
stay above the two 
heads on the first 
track and let the 
homing missiles do 
the rest. 
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EA, Broderbund 
Agree 

Electronic Arts and Brg@der- 
bund Software have inked 
deals to work together, both on 
a Genesis software project and 
on distribution of products 
abroad. 

Br@derbund signed an 
agreement for Electronic Arts 
to distribute Br@derbund’s 
disk-based software in Eu- 
rope. Speaking for Electronic 
Arts’ European office, Mark 
Lewis expressed enthusiasm: 
“The quality of Broderbund’s 
software, their commitment 
to localization and their in- 
creasing focus on the ‘edu- 
tainment’ market will comple- 
ment our distribution system 
in Europe and allow us to fur- 
ther develop our IBM PC and 
Macintosh channels.” 

A separate agreement al- 
lows EA to develop and dis- 
tribute a Sega Genesis version 
of the Br@derbund hit Where 
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in Time Is Carmen Sandiego?, 
which will be the first version 
of the Carmen game playable 
on the Genesis. 


Villa Crespo Plans 
Movie Reference, 
New Game Series 
Villa Crespo Software 
(1725 McGovern St., Highland 
Park, IL. 60035; [708] 433- 
0500), a company best known 
for its line of video gambling 
programs, announced that it 
is developing a reference li- 
brary for film buffs. A new 
twist on entertainments on 
disk, Flicks! Film Review Li- 
brary catalogs over 10,000 ti- 
tles, making use of graphics, 
sound and animations. 
The program contains 
easy search and retrieval 
routines to speed finding a fa- 
vorite flick. It also functions 


as a videotape cataloger for 
collectors, and contains a 
built-in trivia quiz game for 
up to four players. It should 
be available in June for IBM 
PC computers. 

The company also is 
readying a new line of soft- 
ware this year called The Cof- 
fee Break Series. These titles 
will retail for $12.95, and fea- 
ture games that are very easy 
and fast to play, requiring 
only a few minutes of time. 
The first volume in the series 
is Amarillo Slim’s 7 Card Stud, 
and the second is Sanford 
Wong’s Jacks+ Poker. 


Graphics Card for 
Amiga Expands 
Palette 

Centaur Software (P.O. Box 
4400, Redondo Beach, CA 
90278; [310] 542-2226) has 
formed a new division, Centaur 
Development, and the new 
company signed an agreement 
with Opal Technology of Aus- 
tralia. Under the terms of the 
agreement, Centaur has man- 
ufacturing and distribution 


rights to the expandable 
OpalVision 24-bit display ef- 
fects card for the Amiga com- 
puters. The enhancement 
comes in internal and external 
versions, and Is said to provide 
24-bit, broadcast-quality video. 


OpalVision has 1.5 
megabytes of display mem- 
Ory, a graphics processor and 
is expandable. It operates in 
multiple resolutions, automat- 
ically reconfigures itself for 
PAL or NTSC video and can 
generate 24-bit double- 
buffered animations. It comes 
with Opa/Paint, a 24-bit paint- 
ing program, a variety of util- 
ities and a 24-bit game, King 
of Karate. Because the new 
hardware generates 16 mil- 
lion colors (compared to the 
Amiga’s norm of 4,096 col- 
ors), the new game is said to 
have graphic and animation 
quality heretofore impossible 
for the Amiga. 


Millennium Comes 
to America 
The U.K.-based company, 
Millennium Software Ltd., is 
coming to the U.S., thanks to 
a distribution deal with Elec- 
tronic Arts. Under the Affiliated 
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You'll find many of these exciting new 
features on our updated classics: 


All MAC versions are System 7 compatible and 
available in color and black/white. 


e Programmed by Apple specialists 

e Magnate high score of best players 
e Numerous player options 

e Realistic digitized sound 

e Multiple levels of skill 


e Easier “point and click" 
interface 

e Dazzling animations 

e incredible sound 
effects with SOUNDBLASTER™ sound 

e Easy Windows installation 

e Super VGA support and hi-resolution graphics 


J 


Windows is a trademark of Microsoft Corporation. 


FEATURES LISTED FOR BOTH FORMATS MAY NOT ‘(@\PARKER 
BE AVAILABLE IN ALL VERSIONS OF EVERY GAME. BROTHERS 
Monopoly® is a registered trademark of Tonka Corporation. 
©1992 Parker Brothers, a division of Tonka Corporation. Risk® is a in Enterprises | 
registered trademark of Tonka Corporation. ©1992 Parker Brothers, a ._.. sii. 
division of Tonka Corporation. Rich Uncle® is a registered trademark of For pricing and orders, please call 888-VRG-ING7. Vis 
Tonka Corporation. © 1936 Parker Brothers, a division of Tonka Corporation Mastercard, American Express and checks accent 
©1936 Parker Brothers . 
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Label agreement, EA will 
distribute Millennium’s | 
programs in Europe, Aus- | 
tralia and North America. | 

The first game re- 
leased in North America 
will be Global Effect, an 
environmental program 
that tracks ECONOMIC, iN- yx 
dustrial, environmental — 
and military factors. The 
game has four save-a- ~— 
world scenarios, two rule- 
a-world contests and eight sce- 
narios that let the player create 
a world. 

The world simulation is for 
one or two gamers, and it will 
be available this summer for 
Amiga and IBM PC play. 


Innovation Offers 
Unique Connectors 

Innovation (1491 Boston 
Post Road, Olf Saybrook, CT 
06475; [203] 395-0853) has a 
line of products designed to 
enhance existing video-game 
equipment. For example, the 
Super 8 Converter lets 8-bit 
Nintendo games play on the 
Super Nintendo. The Passport 
lets any 8-bit Nintendo game 
from any country play in any 
NES system anywhere. The 
Lynx-Vision lets gamers play 
Lynx games on television, 
using a regular Lynx system. 

Other devices allow games 
to be played using an automo- 
bile cigarette lighter, wall 
socket or battery pack as 
power sources, let games go 
through the television and 
allow controllers to be used 
cross-system. 


Franklin Intros 
Baseball 
Encyclopedia 

Franklin Electronic Publish- 
ers, a company best known 
for its line of portable refer- 
ences and translators, un- 
veiled a handheld encyclope- 
dia for baseball fans. Big 
League Baseball weighs only 


five ounces, yet contains | said: “These new titles 
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baseball statistics for every 
player in the National and 
American leagues. 

The user accesses informa- 
tion by typing in the name of 
a player (and the phonetic 
spelling corrector adjusts mis- 
spelled names and offers al- 
ternatives for guesses). The 
player information includes 
birth date, death date, height, 
weight, whether or not in Hall 
of Fame, handedness of bat- 
ting and throwing, plus year 
by year data. It also is capable 
of compiling lists of players 
arranged by stats, from sim- 
ple inquiries such as “all-time 
home run leaders,” to com- 
plex ones like “highest triples 
to at-bats ratio by an 
American League hit- 
ter in the 1930s with 
100 or more at bats.” 

Just the right size 
for taking along to the 
ballpark, the unit mea- 
Sures 4.5" % 3° x 25° 
(shirt-pocket size). The 
suggested retail price 
is $129.95. 


Philips 
Announces 
New Software 

Philips Interactive 
Media of America an- 
nounced 25 new soft- 
ware titles for CD-| 
and promised 
“dozens more” new 
programs this year. 

Dr. Bernie Luskin, 
president of PIMA, 


reflect a second gen- 
eration of software.... 
Philips anticipates 
the release of ap- 
proximately 25 new 
titles per quarter 
throughout 1992.” 

Among the pro- 
grams scheduled are 
Backgammon, Cae- 
sar’s World of Gam- 
bling, Dark Castle, 
Jigsaw, Sargon 
Chess, Battleship, Sporting 
News Baseball, Pinball, Chil- 
dren’s Bible Stories, Jazz 
Jukebox and other CD-| en- 
tertainments such as Garden- 
ing, Great Arts Series and Pri- 
vate Lessons Series (for guitar 
students). 


Top NASCAR 
Racers Win Cars 

Gaming skills paid off ina 
big way for the country’s top 
computer and NES racers, in 
the Bill Elliott NASCAR Chal- 
lenge Contest, sponsored by 
Konami. Philip Young, age 23, 
of College Station, Texas, won 
top honors with a time of 
44.05 seconds in the personal 


computer division. Winner of 
the NES division was Jason 
Miller, age 16, of Armuchee, 
Georgia, with a track time of 
44.53 seconds. Both were 
awarded 1992 Ford Thunder- 
bird Super Coupes. 

Konami sponsored the 
contest to find the best play- 
ers of Bill Elliott’s NASCAR 
Challenge. Gamers were in- 
vited to submit a photo of 
their highest scores on the 
Konami hit title, and the three 
contestants with the best tal- 
lies in each division won trips 
to the Daytona 500 NASCAR 
race and competed for the 
grand prize. 


Software Toolworks 
Makes Alliances 
Software Toolworks will 

distribute certain Lucasfilm 

CD-ROM games, according to 

terms of an agreement just 

signed by the two entertain- 
ment companies. Under the 
specific provisions of the mar- 
keting contract, Software 

Toolworks is now in charge 

of North American distribu- 

tion of three Lucasfilm CD- 

ROM. products, 

Loom, The Secret of 

Monkey Island and 

The Secret Weapons 

of the Luftwaffe (in- 

cluding the original 
game and four Tour 
of Duty disks). 

Under the terms 
of a separate agree- 
ment with Sega of 
America, Software 
Toolworks’ has 
agreed to develop 
software for the 
Sega 16-bit Genesis 
system. 

In a third land- 
mark deal, Software 
Toolworks agreed 
with Nintendo of 
America to work on 
edutainment prod- 
ucts for the 8-bit NES 
and the 16-bit Super 


Vip—EoGames & Computer ENTERTAINMENT 


NES. This line of games will 
make use of the Mario Bros. 
characters. 


NMILSA Inks Deal 

With USA Today 

MicroLeague Sports Asso- 
ciation is now offering real-time 
stats to MicroLeague players, 
thanks to an agreement with 
USA Today Sports Center. 
Under the terms of the deal, 
MicroLeague players will be 
able to download stats from 
the Sports Center to update 
game disks, without need for 
additional software. 

Neil Swartz, president of Mi- 
croLeague, explained: “Mi- 
croLeague players will have the 
most accurate, true-to-life sta- 
tistical action available through- 
out each eason. It's ideal for Ro- 
tisserie and fantasy league 
players who follow the latest 
game stats.” 

New baseball, football, 
hockey and basketball products 
introduced this year will take 
advantage of the agreement 
and allow players to update 
their disks with the down- 
loaded stats. 


Game Genie Code 
Books Announced 

Game Genie code updates 
(with codes for 15 games) are 
now available by subscrip- 
tion. Game Genie owners can 
subscribe to four quarterly is- 
sues, each containing new 
game listings, for $3.50, plus 
$1.50 for postage and han- 
dling, from Game Genie Up- 
dates, P.O. Box 5606, Stacy, 
MIN 55079. 

Booklet No. 2, now avail- 
able, contains listings for 
Dragon Warrior Il, Dragon’s 
Lair, Ski or Die, Kiwi Kraze 
and 11 more good games. 


Electronic Arts 
Starts CD Group 
Electronic Arts has formed 

a CD group under the man- 
agement of Stewart Bonn, 


and assigned Luc Barthelet re- 
sponsibility for technology 
and development. Both men 
were previously involved in 
Electronic Arts’ 16-bit video- 
game product line. 

“In the near future, CD 
multimedia machines will rep- 
resent a huge opportunity for 
consumer software,” ex- 
plained EA President Larry 
Probst. 

The new group will work on 
new categories of entertain- 
ment software, including edu- 
tainment, infotainment and cre- 
ativity products. The company 
expects CD technology to su- 
persede disks and cartridges 
within the next few years. 


Cartridge Cleaner 

for Budget-Minded 
lrata Systems has come up 
with an inexpensive cleaning 
tool for Nintendo game Car- 
tridges and the NES control 
deck. Irata Cleanstix consists 
of a wooden stick with a 
square of special cleaning 
cloth on the end. The user sim- 
ply dampens the pad with rub- 
bing alcohol, inserts it into the 
control deck or cartridge and 
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dusts the connector 
contacts. 

The reusable 
wooden sticks cost $1 
for five, or $2 for a 
dozen, from lrata Sys- 
tems, 2562 E. Glade 
Ave., Mesa, AZ 85204- 
6208; (602) 926-7969. 


General 
Videotex 
Acquires BIX 

General Videotex 
Corporation an- 
nounced purchase of 
BIX, the on-line ser- 
vice developed by 
BYTE magazine. The 
BIX line, a service for 
interaction between 
programmers, engineers, de- 
signers and other computer 
specialists, will continue to 
service the BYTE audience 
and current BIX subscribers. 

GVC also operates Delphi, an 
on-line service for consumers, 
and develops material for other 
media, distributing information 
through cable television, telex, 
Regional Bell telephone gate- 
ways and affiliates abroad. 

GVC’s president, Dan Bruns, 
explained how his company 
views the two telecommuni- 
cation lines: “BIX addresses the 
needs of the high-tech profes- 
sional, while Delphi appeals to 
the consumer and personal 
computer market.” 


Publisher Offers 

Directory on Disk 

ABCD-ROM Inc. (2750 14th 
Ave. Unit 2, Toronto, Ontario, 
Canada L3R OB6; [416] 222- 
3766) is publishing a directory 
of CD-ROM products and ser- 
vices available for the Macin- 
tosh. The disks will be available 
quarterly at a cost of $15 each, 
or annually for $39.95. 

The directory works on Mac- 
intosh computers with a min- 
imum configuration of two 
megabytes and a 13-inch, 8-bit 
color monitor. 


Genesis Controllers 
Get Spare Parts 
Doc’s Hi Tech Game Prod- 

ucts Inc. unveiled a new line 
of replacement parts for the 
Sega Genesis controllers at 
this year’s Toy Fair in New 
York. The Riverside, California, 
company markets a broad 
line of accessories for video- 
game systems. 

The Replace-A-Pad (item 
No. 4220) looks and works ex- 
actly like the controller that 
comes with the Genesis sys- 
tem. It retails for $19.99 and 
is available in most computer 
and video-game stores. 

Doc’s Fix-A-Pad (No. 3520) 
contains enough parts (includ- 
ing a Phillips screwdriver and 
easy instructions) to com- 
pletely rebuild two standard 
Genesis controllers. The do- 
it-yourself kit sells for $6.99. 


On-Line Chess 
Sanctioned by USCF 
CompuServe’s new on-line 
feature, Chess Forum, lets chess 
players face off against each 
other by telecommunication in 
the first on-line chess games 
ever sanctioned by the United 

States Chess Federation. 
The Chess Forum lets 
members play chess in either 
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USCF-rated or nonrated 
games and tournaments. 
Rated games post moves on 
an electronic bulletin board 
in the Forum, and nonrated 
games are played either on 
the board or in a live forum 
conference area, which also 
provides a gathering place for 
players to chat, get news and 
download chess software. 


Atari Cuts 
Equipment Prices 
Atari is phasing out the 

$149 Lynx package; the new 
Lynx pack sells for $129 and 
includes the Lynx, California 
Games, ComLynx cable, six 
AA batteries and a carrying 
pouch. This is a savings of 
about $35 over buying the 
items separately. 

The Lynx screen shield/sun 
visor is now priced at $4.99, 
and the Lynx battery pack, 
which uses six D cells and pro- 
vides over 30 hours of play- 
time, has been repriced to a 
low $14.99. 


Sequels, Add-Ons 
and Enhancements 

Paperboy’s sequel, Paper- 
boy 2, developed by Software 
Toolworks, provides lots more 
houses in new neighborhoods 
with more obstacles. Some of 
the things to watch out for are 
dogs, skateboarders and 
break dancers, and the player 
can do bicycle stunts over 
fences, flower beds and 
garbage cans. It’s available for 
the NES, Super NES, Game 
Boy, Amiga and IBM PC. 
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The latest course disk for 
Access’ LINKS is Barton 
Creek Country Club, in Austin, 
Texas, site of the Senior PGA 
Liberty Mutual Legends of 
Golf Tournament. The course 
is prized for being beautiful 
but treacherous, with lots of 
hills and hazards. It’s available 
for the IBM PC for $24.95, 
and, of course, it requires the 
Original LINKS program in 
order to play. 

The PGA TOUR Golf Tour- 
nament Course Disk (Elec- 
tronic Arts for the Amiga, IBM 
PC and Macintosh) includes 
three new courses and tour- 
naments: TPC at Eagle Trace, 
home of The Honda Classic; 
TPC of Scottsdale, home of 
the Phoenix Open; and TPC 
at Southwind, home of the 
Federal Express St. Jude 
Classic. 

Panzer Battles, from Strate- 
gic Studies Group, is the sec- 
ond entry in the Battlefront 
series for the Amiga. This 
game follows Halls of Mon- 
tezuma, and recreates six bat- 
tles on the Russian Front, 
1941-44. The program also in- 
cludes SSG’s WarPlan and 
WarPaint, design kits for sce- 
narios and new battles, and 
a terrain and icon builder. 

Interplay’s Lord of the 
Rings series continues with 
Volume Il: The Two Towers, 
for IBM PC computers. It fol- 
lows closely on the heels of 
Volume I, and sends the party 
through the Forest of Fan- 
gorn, over the mountains, 
past the caves, along the 

wate paths of the 
dead and to 
the towers. 
You. dent 
have to read 
Tolkien’s mas- 
| terpiece to 
enjoy this or 
play the ear- 
lier game, but 
it wouldn't 
hurt, either. 


The program uses point-and- 
click, a full musical score, dig- 
itized speech and sound ef- 
fects, auto-mapping and 
full-screen VGA graphics. 


Top Coin-Ops for 
February 1992 
Figures courtesy of RePlay 
magazine, based on an earn- 
ings-opinion poll of operators. 


Best Upright Videos 
1. Terminator 2 
by Midway 
2. Super High Impact 
by Midway 
3. Captain America 
by Data East 
4. Sunset Riders 
by Konami 
5. Double Axle by Taito 
6. Captain Commando 
by Capcom 
7. Spider-Man by Sega 
8. Stee! Gunner by Namco 
9. Space Gun by Taito 
0. Indy Heat by Leland 


Best Deluxe Videos 
1. Steel Talons by Atari 
2. Road Riot by Atari 
3. Final Lap 2 by Namco 
4. Race Drivin’ by Atari 
5. Hard Drivin’ by Atari 
6. Mad Dog McCree by 
Betson/Icat 
7. G-LOC by Sega 
8. Cisco Heat by Jaleco 
9. Galaxy Force by Sega 
0. GP Rider by Sega 


Best Coin-Op Software 
1. Street Fighter I! 
by Capcom 
. Fatal Fury by SNK 
. Football Frenzy by SNK 
. Robo Army by SNK 
. Wrestlefest by Technos 
. King of Dragons 
by Romstar 
7. High Impact 
by Williams 
8. Rim Rockin’ B-Ball 
by Strata 
9. Super Baseball! 2020 
by SNK 
10. Raiden by Fabtek 
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Top IBM PC Games 
for December 1991 
The list of top-selling 
computer software was 
compiled by PC Research of 
Washington, DC., based on 
sales data received from 
Software Etc., Electronics 
Boutique, Babbages and 
Waldensoftware. 


Top 10 IBM PC Games 
1. Police Quest II/ 
by Sierra On-Line 
2. Mike Ditka Ultimate 
Football by Accolade 
3. Leisure Suit Larry V 
by Sierra On-Line 
4. Falcon 3.0 
by Spectrum HoloByte 
5. Conquests of the Long- 
bow: The Legend of 
Robin Hood 
by Sierra On-Line 
6. F-117A Stealth Fighter 2.0 
by MicroProse 
7. Civilization 
by MicroProse 
8. Chessmaster 3000 
by Software Toolworks 
9. King’s Quest V 
by Sierra On-Line 
10. Wing Commander I! 
by Origin Systems 


Top 10 IBM PC 
Education Games 
1. Where in the World Is 
Carmen Sandiego? 
by Brgderbund 
2. Where in the USA Is 
Carmen Sandiego? 
by Br@derbund 
3. SimCity by Maxis 
4. Where in America’s Past 
Is Carmen Sandiego? 
by Bréderbund 
5. Where in Time 
Is Carmen Sandiego? 
by Bréderbund 
6. New Math Blaster Plus 
by Davidson 
. Treehouse by Brgderbund 
. Kid Pix by Br@derbund 
. SimAnt by Maxis 
. Reader Rabbit 2 
by The Learning 
Company & 
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BLAST OFF FOR 
SAVINGS! 


amore FACES 


anata hi 
Tptoye: 
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OFFER EXPIRES AUGUST 26, 1992 


Launch an assault 


Control of the sky 


Unleash a storm 
is the key to victory of destruction with on the heavily armored 
in the Age of Steel your bic Bomb Aero Gun Ship 


Ree eS 
err | pee 


ee 


Wha Oy ex Cand pil: 


OUR LEADIP i MINE 


The Motorhead Empire Landslides fi fil the Don't let 
oe is steamrolling caverns with boulders General Styron oe 
> across its borders and explosive gases escape justice! © — 


It is the Age of Steel. Mammoth battleships cruise 
the skies. Invincible fortresses float on air... and military 
might rules the day. Only one hope against the evil 
Motorhead Empire invasion remains...You! Fire armor 
piercing missiles from your Striker aircraft and Z-01 
Zeppelin and reduce Motorhead's juggernauts to 
molten metal. Enter the future that might have 
been...and wage the war of the Stee/ Empire! 
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Sega™ and Genesis™ are trademarks of Sega Enterprises Ltd. Steel Empire™ and Flying Edge'™ are 
trademarks of Acclaim Entertainment, Inc. © 1992 Acclaim Entertainment, Inc. All rights reserved. 
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Tips are graded on a scale 
of one to five joysticks. The 
more joysticks that are colored 
in, the more valuable the hint. 

Blow the dust off those old 
games, and try out some of 
our new hints! If you have 
some great hints and tips for 
us, just put them on a piece of 
paper, and send them to 
VG&CE, 9171 Wilshire Blvd., 
Suite 300, Beverly Hills, CA 
90210, ATTN: Easter Egg Hunt. 
The author of each new tip we 
use will receive $10. Write 
neatly and be sure to include 
your name and address! 


Ys 1iil— 


Wanderers 
From Ys 


(NEC For THE TG-16) 
Ae ed, 
{3022403 00 
To start the game with 65,535 expe- 
rience points and gold, input this code 
sent in by Michael Wagnon, of Ingle- 
wood, California: 
ASzz2 / DDDDC#C / #C#C#DH 
Ogggg / ggfS$$$ / $$$$?$$ 
$SSSS / S$$SSSS$ / H$$HSS$$ 
$S$$$O / ## 


Myint 
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is 22 /BDD BCS c 
getSSeeesesrss G 
SPEPETR/BSRESTFT 


655355 RING 255 COLD 655: 


(P 255 EXP 
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Here’s a key to the 
abbreviations: 


Up 

Down 

Left 

Right 

“A” button 
“B” button 
“C” button 


Champions Forever Boxing 


(NEC For THE TG-16) 


7 7 


i £4 £3 2475 


Here are codes for all 15 career years, giving you a record of 14-0 (15-0, 
if you beat Ken Norton in 1982) with one knockout. From 1971 until 1982, 
all fights are for the heavyweight championship. 


1968 
1969 
1970 
1971 
19/2 
19/73 
1974 
1975 
1976 
19/7 
1978 
1979 
1980 
1981 
1982 


tt YEARS as CHRP EON 
= =} uD 


Code 
No password 


WMOQOQ8LOMV7NX 


T4Q80LVOQV7NL 


JMOQKK—VMV77N 


W!07.P8QF748 
SKON.V8MF7L4 
LROR8P.QF70C 
LMQ!KS.MF7—Q 
LJVSCJKQF7F2 
G7VD.—KMF7.F 
M!88VPCQF7—C 
7M89S!CMF7.X 
N7.NX!SQF7T. 
DJK4SKSMF7KX 
R!CDXJXQF7—8 


CRREER SUMMARY FOR 
VIDEOGRMES 
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Opponent 
George Foreman 
Ken Norton 
George Foreman 
Joe Frazier 
George Foreman 
Joe Frazier 
Muhammad Ali 
George Foreman 
Joe Frazier 

Ken Norton 

Joe Frazier 

Larry Holmes 
Ken Norton 

Joe Frazier 

Ken Norton 
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eepeed th) ad , 
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OCTOBER 9.1982 


UIDEO $ 
RANKING | 
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BRING THE HIT ARCADE GAME HOME! 
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SAVE YOUR QUARTERS... 


Once, the only way to experience the explosive, arcade action of 
Smash TV was to play it in the arcades. That was then... 
SUPER SMASH TV” for your SUPER NES’ is now! It’s the rea/ 
arcade game! Sure, you can win cars and toasters - but first 
I destroy the metal munching twin cobras, 30 tons of angry Mutoid Man, club wielding 
mechanoids and more. After all, this is the game with the ultimate in prizes...your life! 
Tune into SUPER SMASH TV © and bring the smashing arcade action home! 


A«laim SUPER NINIENOU 


JANET ENTERTAINMENT SYSTEM 


Smash TV™ © 1990 Williams® Electronics Games, Inc. Nintendo®, Super Nintendo Entertainment System® and the official seals are trademarks of Nintendo of America Inc. Acclaim® is a registered trademark of Acclaim Entertainment, Inc © 
1991 Acclaim Entertainment, Inc. All rights reserved. 
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Desert Strike 


(ELECTRONIC ARTS FOR THE GENESIS) 


CAMPAIGN MENU 


Here are passwords for 
campaigns 2 through 4: 
Campaign 2: AQJMMHW INTER PASSWORD 
Campaign 3: TTOEOAQ 
Campaign 4: JTIKKOME 


in thé sebond 6 ce onpaion: 
there is a downed F-15 air- 
craft in the northeast corner 
of the map (due north of the POW Camp). The pilot of the 
downed plane is Jake Valdez. Complete the campaign and re- 
turn to the frigate. Jake will now become available for the 
third campaign. 


‘MAIN MENU 
CAMPAIGN #4 
NUCLEAR STORM 
: COPILOT 


PRESS SYT@RY FO EXIT 


XAVIER ‘THOMAS 
: OPTIONS : 


PRESS TORT TO PLAY 


Rolling Thunder 


(NAMCO FOR THE GENESIS) 


@ ¢, 
foe Dee 8 


Patrick Reynolds, of Grand Rapids, Michigan, sent in pass- 
words for all 11 levels in the first two quests. The letters indi- 
cate which phrase to use. 


First Quest Second Quest 


Level Password Password 
1 No Password RPSG 
Z MILS CRLF 
3 NFCG MIBD 

gg RNSN PLPN 
S CrPP SFEG 
6 LLBS DRMS 
7 PIDT LTSP 
8 NREF RMDF 
9g MMMK SNBT 
10 DNPD CICK 
11 PiCr NPDN 
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(SEGA FOR THE GENESIS) 
Ae GVA 


= 

If you get all five coins and put them all into 
the channels listed below, you'll be able to score — 
tons of extra lives. Here’s the list, and below is 
how you can ensure you'll hit the bonus lives: 

Bonus Round 1: Channel 2 (from left) 

Bonus Round 2: Channel 5 (from left) 

Bonus Round 3: Channel 3 (from left) 

Bonus Round 4: Channel 5 (from left) 

Now place all five of your guys in these chan- 
nels, then, when they reach the top, hit the C but- 
ton as fast as you can. The roulette channels will 
come in, but, basically, they'll fall into place as 
long as you hit the C button as fast as possible 
before they start moving. 


Parasol Stars 


(WoRKING DESIGNS FOR THE TG-16) 
An at at ne 


Lily Lew, of San aS California, has 
found a way to start the game with a Mystery 
Crest. Go to any stage and make two big bub- 
bles. Reset the game and begin play. After a few 
seconds, it should appear. Thanks for the great 
Easter egg, Lily. 


continued on page 32 
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real handy when 
you go head-to- 
head with 
bone- 
Crushing icueleaouend ; 
Flying Robots, heath cpm 
Skull Ghosts or flesh-eating 
Land Sharks. Or any of 
the other vicious creatures 
that love to turn your 
world upside down. 
There's over 100 
rounds to slam your head 
ma against. 1800 screens with 
of Fy eye-popping graphics. 
And so many secret pas- 
sages youll be whacking your 
brain to find ‘em. 


Become Kid Chameleon™ from Sega™ 
You'll change personalities as fast as you'll 
change helmets. 

One moment youre Maniaxe, a 
lunatic in a hockey mask, armed 
with hatchets and ready for action. 
And then switch into Red Stealth, 
a sword swinging samurai who 


turns even the baddest bad guys into 
sushi. Put on another helmet and become 
Berzerker, a demented rhinoman who 
takes any challenge head on. 


Watch Just a small 
out, these Kids world. 
are just a 
few of the So, if youre looking for a good time, 
maniacs change into the Kid. Kid Chameleon. 
you can - Kid Chameleon™ is one of 
transform 4¥/7 more than 150 hit games from 
into. Col- Genesis. Including Sonic The 
lect other Hedgehog™ Toe Jam & Earl™™ 
helmets ian Spider-Man™ and SportsTalk 
and turn a tough situation into a head- Baseball™ Genesis. The choice 
banging party. is simple. The choice is SEGA™ 


In fact, these helmets come in 


Leading the 16-bit revolution” 


SEGA and Genesis are trademarks of SEGA. PO. Box 5188, Redwood City, CA 94063. © 1992 Sega of America. Game titles are trademarks of SEGA or of respective licensees. See box for details. 
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American Gladiators 


(GAMETEK FOR THE NES) 
? 
= 
Jason Yeh, of Anaheim, California, has found a 
way to skip levels in this game. First, choose the 
number of players you want. Then, move the cursor 
to the password option and press the buttons as 
shown below for the level you want. Thanks, Jason. 
Level Two—A, B, A, A, A, A, B, B 
Level Three—A, B, A, A, B, A, A, A 
Level Four—A, B, A, A, B, B, B, B 


Super Tennis 
(NINTENDO FOR THE SNES) 


AG AS 


This password will take you to Don J, an extreme- 
ly challenging opponent. He’s located on a secret is- 
land you can’t see on the world map: 

K8XD3HR FTLWJPC DJSTK8X DBHRETL 

2GNYBQ1 4065C6P WJPPDLW 1RK 


& 82,2, 6. 


Here’s another code to enter the secret tourna- 
ment, called the Exhibition Tournament, which 
you normally cannot get to unless you have won 
every tournament and finished ranked number 
one in the world: 

. PC2GNYB 0Q14065C 

\ \ TLWJPC2 GNYBQ14 
4 6PDJSTK 8XD3HRF 

O650JNM FTW 


Boy py By AA 

On the Select 
Player screen, 
press these but- 
tons: L five times, 
X, R seven times 
and X. The music 
will change to a dif- 
ferent tune. 


& 
eee MATCH 
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Super Smash TV 


(ACCLAIM FOR THE SNES) 
oy Ae, MA, 

On the one/two player select screen, press L, R, L, L, R. 
You'll call up a sound test screen. Press the START button to 
exit the sound test. 

a, AD, ah a, Ae 

On the one/two player select screen, press D, L, R, U. You'll 
enter a screen where you can set the amount of lives and con- 
tinues you have at the beginning of the game. You can have 
from three to seven lives, and from four to seven continues. 


There are three secret rooms, one in each of the three arenas. 
The secret rooms aren't shown on the map, and the exit lights 
won't point to them. Here’s the location of each secret room: 

Arena 1: Clear the room “Total Carnage” (in the lower- 
right corner of the map). Run through the door on the right. 

Arena 2: Clear the room “Buffalo Herd Nearby!” (in the 
lower-right corner). Run through the door on the right. 

Arena 3: Clear the room “Secret Rooms Nearby!” (in the 
lower-right corner). Run through the door on the right. 


oy de By aa 


To enter the Pleasure Dome, you have to collect ten keys. 
When you clear the room “Have Enough Keys!” (this room is 
near the end of the game), run through the door at the bot- 
tom of the screen. You'll appear in the Pleasure Dome. 


Wanderers From Ys 


(AMERICAN SAMMY FOR THE SNES) 
ah, A Ah AA, AA 
Bubba Davis, of Guyton, 
Georgia, sent in this great Easter 
egg that will allow you to be- 
come invincible in the game. 


a <= First, begin and save a game. 
WANDERERS FROM ys Then, press RESET and wait 
eee until the ae sue logo 
pots Is comptetely on tne screen. 
a Then press U, D, U, D, SELECT, 
START on Controller 2 before 
the logo disappears. Select Con- 
tinue, and then press SELECT to 
bring up a subscreen. Now, 
press START on Controller 2 
and the word “Debug” will ap- 
pear next to Status if you’ve 
done this correctly. Thanks, 


Reese ewe 
Sey iia as new 
See Pe inl ne 


Bubba, for the Easter egg. 
S ee 
ab, Sey Sy Ah 


To enter the sound test, during play press SELECT to 
bring up a subscreen. Now, press START on Controller 2. & 
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The Lemmings"are coming. 


The Lemmings are coming. 


a Lemmings are coming. 
on . emmings are coming. 


The feameelares are coming. 
The Lemming 43.4 coming. 
The peratnty 


: mings are coming. 
PLenten gS are coming. 
The Lemmings are coming. 


ihe. Le ~oming. 
the eam ng. 
1 GENESIS) ing. 
1g. 

OFFICIAL g. 


SEGA 


SEAL OF 
QUALITY 


om wo vu 
. ° . 


Licensed by 
Sega Enterprises Ltd. for play on the Sega™ Genesis™ System. P . 
SEGA™ and GENESIS™ are trademarks of Sega Enterprises Ltd. Lemmings™ is a trademark of PSYGNOSIS LIMITED. © 1992 PSYGNOSIS LIMITED. © 1992 Sun Corporation of America. 
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The Leéwueifigs 4 
The Lemmings 4 
The Lemmings ate Bring. 
The Lemmings are coming. 
The Lemmings are coming. 
The Lemmings are coming. 
The Lemmings are coming. 
The Lemmings are coming. 
The Lemmings are coming. 
“he Lemmings are coming. 

“ emmings are coming. 


As are coming. 
S are coming. 
The Lemmings are coming. 
The Lemmings are coming. 
. The Lemmings are coming. 
/ “xe Lemmings are coming. 
emmings are coming. 
,, gs are coming. 


“the Lemmings a 


The | eumeadicne are coming. The Lemmings are coming. 
The Lemmings are coming. The Lemmings are coming. 
The Lemmings are coming. The Lemmings are coming. 
The Lemmings are coming. The Lemmings are coming. 
The Lemmings are coming. The Lemmings are coming, 
The on are coming. The Lemmir 7§ ae a 
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Lemmings « 


The Lemmings a 
The Lemmings ar 
The Lemmings ar 
The Lemmings are 


The Lemmings are coming. The Lemmings 
The Lemmings are coming. The Lemmings are coming. 
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NINTENDO 


WORLD 
CHAMPION 


@6@ | like a good deal. 
But four different games 
for the price of one is a 


great deal! 99 
Thor Aackerlund 


nen Quattro Series Game 
Features ; 
© Four complete games on 
one 2 Meg cartridge — 
a Fun for all ae | 


_. Look for games 

_ at your video or 
game store 

ye - BASY T0 PICK UP HARD T0 PUT DOWN. 

U. s A. Soedin 498- 4525 Canada me 470-2791 
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CAPCOM 
For the Super NES (N/A) 


c : 5 67 8 fio 
PLAYABILITY 1253466 7 Bie 10 
OVERALL 4-2 3-4 8 6 8 FJ 10 


| must admit, after so many years in the 
video- and computer-gaming industry, it 
really has become difficult for any particu- 
lar game to make an incredible impression 
on me. You might say that I’m too critical, 
Or it’s just that I’ve experienced sensory 
overload and I’ve burnt out. Capcom's 
much anticipated Street Fighter // is one of 
the few games that does leave an impres- 
sion on these old, overused synapses. 

First of all, Street Fighter || is a huge 
game—a whopping 16 megabits in size. In 
fact, it is the largest game to date for the 
Super NES. If you are a fan of the coin-op 
version, then you’re in for a big surprise. 
For the most part, Street Fighter // has lost 
very little in the translation to the Super 
NES. Virtually all the moves are there, but 
a few of the background animations have 
been eliminated—a small sacrifice, consid- 
ering the programming feat. 

Street Fighter Il is a one- or two-player 
game that allows gamers 
to choose one of eight 
characters, from a list of 
six different countries, in 
head-to-head martial arts 
competition. Each of the 
game’s characters has a 
special martial arts power 
(e.g., Blanka can paralyze 
opponents with a stun- 
ning electric shock, Dhal- 
sim can flame them with 
his yoga fire and Zangief 
can crush enemies with 
wrestling moves). 

The game’s objectives 


against your enemy: soft, 
medium and hard punches and 
kicks, along with the specific 
special martial arts powers. 
Street Fighter II isn’t an 
easy game to master. The 
amount of existing moves, 
compounded with the number 
of characters and their individ- 
ual idiosyncrasies, leaves the 
gamer with a multitude of 
maneuvers to learn. Gamers 
will wind up using just about 
every existing combination of 
buttons on the Super NES 
controller. Considering all the 
are simple: Play against an opponent from World Wairior is thie laraees Gane peu Street Fighter I! remains true to its 
a different country, defeating him or her in ever developed on the SNES. beat-’em-up genre. 
the best of three rounds. While fighting, The game has 12 levels, while the 
you have a choice of several moves to use gamer can select the difficulty (anywhere 


Capcom's Street Fighter Il: The 
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from 0 through 7) in the option mode 
screen before the start of a game. A KO 
(knock out) meter is displayed at the top of 
the screen, indicating how much power a 
player has before he goes down. 

In the graphics corner, Street Fighter I! 
seems to be without flaws. Both the char- 
acters and backgrounds are fully detailed, 
with all of the action and animation occur- 
ring without any slowdowns. Fighting 
areas are conveniently laced with objects 
that will break and shatter as the players 
duke it out. 

Street Fighter II's soundtrack is also 
pretty impressive. The game uses a myr- 
iad of sampled sounds, including digitized 
speech. There are 27 catchy musical 
scores throughout the game, and an 
option that lets gamers select stereo or 
monaural, depending on their setup. 

The only area in which Street Fighter I! 
is lacking is originality. True, it is a contin- 
uing, new episode in a series, but there 
were too many similarities with Final 


Fight that go beyond the characteristics of Fae 


genre, including the scene where you 
must “trash” the car for extra points. 

| also wish that the manufacturer would 
have allotted us more time for a “hands- 
on” look at the game and a more in-depth 
and detailed evaluation. 

The Competition Joystick, designed 
specifically for use with Street Fighter Il, 
will also be marketed by Capcom and will 
be sold separately. 

Beyond that, Street Fighter Il seems to 
be a nominee for 1992's Best Game award, 
and its fast-paced action is guaranteed to 


make you walk away from your Super | 


NES with a sore thumb. 
—Mike Davila 
Capcom U.S.A, Inc. 
Sa03 Scot BIVd. 
Santa Clara, CA 95054 
(408) 727-0400 


NAMCO 
For the Sega Genesis ($54.95) 


2345 6fJs 9 10 


PLAYABILITY 2 2. 3.4 57 8 9 10 


a good dose of guilt. Each 
night when Rick goes to 
bed, he can still hear Jen 
nifer’s screams. Moreover, 
he is tormented by visions 
of a certain haunted man 
sion. Able to stand the 
anguish no longer, Rick 
again puts on his mask 
and heads for Splatter 
house. It’s monster-mash- 
ing time! 

Splatterhouse 2 \s the 
sequel to the popular 
gross-out that was re 
leased for the TurboGrafx: 
16 a bit over a year ago. 
Zombie zappers who liked 
the first Splatterhouse will 
undoubtedly find much to 
appreciate in this sequel, 
which is loaded with the 
same slimy, blood-and 
guts battling that marked 
the first quest into the 
creepy unknown. 

On this trip, you'll face 
a whole new set of scenes, 
although they’re similar to 
those you traveled 
through in the first game. 
You'll battle your way 
through a swamp, a 
deadly elevator, monster 
infested hallways, a 
haunted river and more. 
Each scene features the 
Genesis’ famous parallax 
scrolling for realistic 3-D 
graphics. 

No horror show is com- 


OVERALL [os 4 6 6 | 789 10 2Platterhouse 2 is the sequel to plete without a bevy of monsters to spice 
the popular gross-out released On things up. In Splatterhouse 2, you'll meet 

: the TG-16 over a year ago. 
Nightmares can be terrible things, with bloody corpses, screaming zombies, 
especially when they’re accompanied by poisonous snakes, killer fish, dangling car 
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casses and more, most of which die horri- 
bly when you bash them, exploding into 
gobs of gooey guts that slime floors and 
drip down walls. No doubt about it: Splat- 
terhouse is a most unpleasant place. 

Although Rick can find weapons to help 
him along, his real defense is his hand-to- 
hand combat skill. Rick can punch, jump 
kick, slide kick and perform other types of 
attacks. Of course, weapons are nice. 
Occasionally, Rick will run across things 
like staves or bone clubs that he can use 
to pulp enemies who cross his path. 

Splatterhouse 2's background graphics 
are colorful and well-drawn. However, 
don't expect to see anything that looks 
much like the real world. This is a night- 
mare fantasy filled with very strange 
locales. The creatures’ animations, too, 
are effective, if not downright gross. 

Splatterhouse 2 features three levels of 
play, which are selectable from the game’s 
option screen. The easiest level, Normal, 
is hard enough if you ask me, but, if you 
find that the monsters are wimpy, you can 
up the ante to Difficult or even Game Mas- 
ter. A password feature and unlimited con- 
tinues will help even novice demon-dicers 
to the end of the game. 

All in all, though, Splatterhouse 2 
comes Off as little more than a repeat per- 
formance, more of the same hack-and- 
slash that was featured in its predecessor. 
While this game may please those who 
liked the previous effort, Splatterhouse 2 
does nothing to advance the genre. 

—Clayton Walnum 
Namco 
3255-1 Scott Blvd., Suite 102 
Santa Clara, CA 95054 
(406) 496-6371 


JVC 
For the Nintendo Entertainment 
System ($44.99) 


123457 8 9 10 
| 2 3 4 5 [7 8 9 10 


GRAPHICS 
PLAYABILITY 


OVERALL 1 23 4 5—J7 s 9 10 


Produced by Lucasfilm Games, Defena- 
ers of Dynatron City has a whimsically 
irreverent feel to it, like the company’s 
Maniac Mansion and Monkey Island com- 
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puter titles. Dynatron casts off-the-wall 
superheroes in a plot to save Dynatron 
City from Dr. Mayhem’s terrorizing robots. 
The Defenders must rid them from streets 
and buildings and stop the mad doctor 
from making himself emperor of Dynatron. 

You control four Defenders, switching 
from one to another when needed. Three 
of these heroes are Toolbox, Monkey Kid 
and Buzzsaw Girl. Toolbox, 
a literal hammerhead, 
destroys Mayhem’s robots 
by smashing them with his 
head. Monkey Kid, a 
“super-monkey,” throws 
deadly bananas. With a cir- 
cular saw blade for a lower 
body, Buzzsaw Girl slices 
robot metal by backflipping 
on them or throwing saws. 

This trio is helped by a 
fourth hero, which you can 
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Lucasfilm’s Defenders of 
Dynatron City has a 
whimsically irreverent feel 
to it, like Maniac Mansion 
and Monkey Island. 
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choose from three equally 
quirky types: Jet Head- 
strong, who flings his head 
at enemies, Ms. Megawatt, 
who zaps them with elec- 
tric bolts, and—my fav- 
orite—Radium, the radioac- 
tive wonderdog. 
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The final battle! Will Krynn 
ever be the same? 


( — OF KryNN and DEATH KNIGHTS OF KRYNN 
challenged thousands — now, the climactic 


conclusion to SSI’s award-winning > i ia 
DRAGONLANCE™ fantasy role- ; y= aes LP Fa 
playing trilogy is here. Wh 7 yt ees [IY ba dg Pe | 
THE DARK QUEEN OF KRYNN Ae AAO = | o ; 5h Se 
propels you across the sea < * BN : Nas GS R. UDA] a SAGH j. 
to Taladas for the final Da 5) So a “I. gee _ ioe Pe tere ben % 
battle against Krynn’s ( ai , ' <— > | : \ aR yo et 
worst nightmare. , oe | ATW a\a’ N\ "AVAILABLE 

Be the first to explore ee j : /- Ait ele 
an underwater adventure WAS Sl Wh) | La fnr NA) AR ASS BE 
area. Uncover powerful new ee \ i \ Ste > ie > 
items. Battle creatures A D'% Ne AA. | | sili h. (a oa 74 
you've never seen before. Aye Mame Ve i + Ay ( | Wis “ | 
Achieve character levels _4eS- We ce aN) ER ti 
up to the 40rH level! a x! A | , No eee/ Mea” 
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SEGA 


PLAYERS 


GET THE EDGE! 


Flying Edge’ is your hot new source for 
Sega Genesis’ and Game Gear” games. 


So, if you’re into 
back-board shattering, hairpin turns, 
flying dropkicks, rising fastballs, 
left-right combos, and an 
“hasta la vista, baby” or two, then look 
to the Edge...The Flying Edge. 


¢ THE SIMPSONS": 
BART VS. THE SPACE MUTANTS 


¢ KRUSTY’S SUPER FUN HOUSE 
¢ GEORGE FOREMAN’S KO BOXING” 
¢ FERRARI GRAND PRIX CHALLENGE” 
¢ ARCH RIVALS®: THE ARCADE GAME 
¢ SPIDER- MAN® 
¢T ERMINATOR”® 2: JUDGMENT DAY 
¢ ROGER CLEMENS’ MVP BASEBALL’ 


_= "™ Oe oa tS. 


A Division of Acclaim Entertainment, Inc. 


cenesis GAMEGEAR 
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The Simpsons TM & © 1992 Twentieth Century Fox Film Corp. All Rights Reserved. Arch Rivais* 

© 1989, 1992 Licensed from Midway Manufacturing Company. The Amazing Spider-Man? is a trade- 
mark of Marvel Entertainment Group, Inc. and is produced under license of Marvel Entertainment Group, 
Inc. © 1992 Marvel Entertainment Group, Inc. All Rights Reserved. Hulk Hogan”, Hulkamania” and 
Hulkster™ are trademarks of Marvel Entertainment Group licensed exclusively to TitanSports, Inc. 

© 1992 TitanSports, Inc. All rights reserved. Terminator” 2: Judgment Day © 1992 Carolco Pictures Inc. 
(U.S. & Canada); Carolco International N.V. (All Other Countries), Ferrari Grand Prix Challenge is a 
game designed and developed by System 3 Software licensed to Acclaim Entertainment, Inc. Code and 
Game Design © 1992 System 3 Software. Roger Clemens MVP Baseball” is a trademark of LUN, Ltd. © 
1992 LUN, Ltd. All rights reserved. Sega“, Genesis’ & Game Gear” are trademarks of Sega Enterprises, 
Ltd. Ferrari Grand Prix Challenge”, George Foreman’s Knock-Out Boxing” and Flying Edge” are 
trademarks of Acclaim Entertainment, Inc. © 1992 Acclaim Entertainment, Inc. All rights reserved. 
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The action starts on the streets of 
Dynatron, where you destroy attacking 
robots—and parked cars in the way or 
just for fun—with your selected Defender. 
Once a street is cleared of robots, your 
hero can enter the abandoned buildings 
and search for items to increase life and 
power levels. Some items give your char- 
acter new superpowers. 

Gather some dollars and you can, in 
the spirit of consumerism, visit the mall 
to buy CDs, pizzas and athletic shoes. 
Possessing this stuff increases your lev- 
els, but robo-dinosaurs staking out the 
place must be dealt with first. 

The other stages of the game take place 
in the sewers of Dynatron and Dr. May- 
hem’s base of operations, the city’s Proto- 
Cola plant. A stage ends after you accom- 
plish a mission objective, like blowing up a 
blimp, blasting specified robots to pieces 
or destroying whatever needs to be 
reduced to scrap. Defenders whose life lev- 
els drain completely are “captured” and 
may be rescued later in the game. 

Dynatron sounds unique, and it is. It 
just doesn’t play that way at times. Ini- 
tially, action is tepid, as you blow up 
robots on the streets, enter buildings and 
destroy whatever robots are , 
inside. Later on there are 
some niceties, such as the 
Defenders fighting evil twins 
of themselves, but it’s just 
more of the same dodging- 
and-shooting stuff. Though 
the game is difficult to finish 
in a few tries, the time it 
takes to complete the entire 
game seems awfully short. 
There’s the head-numbing 
music that’s less than heroic 
sounding and mucky back- | 


42 ¢« JUNE 1992 


Hl 
2 
Be 
se 
= 
2 
=z 
5 
5 
q 
& 
Fi 
& of 


The Blues Brothers, by 
Titus, is scheduled for 
release on the Game Boy 
and SNES, as well as the 
NES. 


grounds to note. 

Evidenced by the fact that even “Mega 
Mall” is trademarked with the characters, 
Dynatron reeks of commercial potential 
for other entertainment media; an ani- 
mated series and a comic book are being 
produced. But it seems this simultaneous , 
marketing has affected the game nega- > 
tively. Dynatron plays like one of those 
licensed games based on a hot eee 


its Horved -from idea. = === 

Perhaps Defenders of Dynatron City 
actually a take on so-so licensed video — 
games just as its premise is. on -comic-| = 
book superheroes. This would “explain. 
everything. 

poli eae H. Wen 

JVC Musical Industries 
3800 Barham Blvd., Suite 305 
Los Angeles, CA 90068 


(213) 878-0101 


; Brothers 
TITUS 
For the Nintendo Entertainment 
System ($49.95) 


They're back. Fans of the classic Satur- 
day Night Live shows will remember the 
antics of Jake and Elwood Blues, both 
from the TV show and from the movie 
that it spawned. The Blues Brothers movie 
not only featured the musical side of the 
pair, but also followed them in a race 
against time and the law as they fought 
their way to make it to the stage for a ben- 
efit concert. Although the end of the 
movie left some doubt as to whether they — 
would be singing anything other than the 
prison blues, Jake and Elwood are back in 
town for another round. 

The goal is basically the same: Avoid 
the law and other pitfalls, and make it to _ 
the concert hall in time for the show. How- | 
ever, how you accomplish this differs sub-— 
stantially. 


through saveral aineran ected 
advancing through each sce 


"weapon. Your cone is limited strictly t to 
- running and jumping, with a bit of crawl- 
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bosses to speak of, so the only 
objective is to just make it 
through the round i in one piece. 
Either one or two players may 
participate. (If one plays, either 
Jake or Elwood may be chosen, 
while, with two players, both are 
played.) In the two- -player game, 
both characters are on screen at 
ae pk time and must t coordi- 


ing and ducking necessary at points. Occa- 
sionally, an overhead bird may drop an 
egg that may be knocked into enemies, 
but that is pretty much the extent of any 
type of offensive action. 

Power-ups consist simply of 1-ups and 
health restoration. (Play starts with three 
lives and either three or two . health marks 
for the one- and two- player games, 
respectively. ) . 

The race to the concert is broken up 


into five chapters. The first has the Broth- 
ers making their way through a depart- — 
ment store that just happens to contain © 


d le and ee “stars” (for | lack 


a arded by dogs, birds saan 


m continues on oe = 


dudes in ‘making life difficult. Roane: 
vorld and a final, all-out free-for- 


Gamers must avoid the law 
and other pitfalls, and make 
it to the concert hall in The 
Biues Brothers. 


guarded by the aforementioned, along with 
a stray reptile to keep things “interesting.” 
Getting away from the story line fora a 
moment, | must say that the musical seers 3 
ground is excellent, and copies the Blues | 
Brothers’ theme song (“Can't Turn You 
Loose”) very well—though | did miss hear- 
ing “Rawhide.” The representations of Jake 
and Elwood are equally excellent, with both 
having a comical jiggle as they sprint along. = 
Unfortunately, things went downhill => 
from there for me. As you may have per- > 
ceived from the descriptions above, the 
mood of the game just doesn’t fit with | 
“deadly peas” and sharks. The background = 
and enemy graphics don’t impress, and, | 
although the action gets difficult in the | 
later stages, the story line just doesn’t 
mesh well with the game. There isn’t any- _ 
thing to really make this a distinctive © 
game—take out the main characters and — 
put in Jimbob and Joebob, and things =e 
wouldn’t change much. =e 
The Blues Brothers is scheduled for 
release on the Game Boy and SNES sys- 
tems as well, both of which will look sub- 
stantially different, from what | can tell. 
But as for this version? Take a look via 
rental to avoid singing your own blues. 
—Brent Walker 
Titus Software = == 
20432 Corisco St. =f 
Chatsworth, CA 91311 7 
(818) 709-3692 


Spanky’s Quest 
NATSUME 
For the Super NES ($59.95) 


GRAPHICS 


Black was the day that the witch Morti- | 
cia brought down the stones of her sky 
kingdom upon the heads of all who ‘ 
dwelled in Mopoland. Spanky the monkey | 
had been on his way to a picnic when Mor- 
ticia’s bricks fell, forming huge towers that 
cast their black shadow over all the land. 
As things always get worse before they get 
better, Spanky now finds himself trapped in 
one of the towers. He is the unwilling guest 
of Morticia, who teases him with hope by 
telling him that, if he can make his way 
through all six of her towers and destroy | 
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: Throw iit inte the air and 


aaa But Spatiiey has more to 
: just magic balls. On his way | 
towers, he can find several ee of hats 
that increase is powers. | can 
include the straw hat, which Sane Spanky 
when he falls; the viking hat, which shields 
~ Spanky from danger; the top hat, which 
changes the magic ball into basketballs” 
with one touch; and the baseball cap, 
which draws the nea ball automatica ly 
Spanky's Quest, by to ) Spanky’ s head. 
| Be cee Of course, Nike: any a ete. -type gam 
you've ever played before. each room requires a different strategy in 
order for Spanky to successfully colle 
the keys and exit. Climbing platforms to 
avoid attacking enemies, finding special 
bonus items, bouncing o1 spring traps, 
slipping and sliding on ice blocks and — 
blasting open escape routes are all part of _ 
the challenge. Some rooms even contain 
secret doors, which can be ‘revealed by 


and the rest of Mopoland 
can go free. 

In Spanky’s Quest, a |= 
new puzzlelike arcade | 
game from Natsume, you 
control the silly simian as 
he tries to solve the mys- | 
tery of every room in the 
six towers. Each tower con- 
tains nearly a dozen rooms extra points. — : 
through which Spanky ) Spanky’s Quest is a fresh ana cone 
must fight and struggle to [Prrrrerrerrrerererererecrererr rrrr contest, unlike any you've played before. 
the exit; so there are many , 


blasting blocks with the magic ball. The: 
secret doors lead to bonus levels i in 1 which 


Spanky's unusual ‘weapon takes a little ¢ jet- 
puzzles indeed. You'll need “$ ting used to, but, once you get the han | Of 
brains as well as brawn to | © ~ wi it, you'll be glued to your control pad 10] 
defeat Morticia. a hours on end. All in all, Spanky's Quest is a 
Spanky has a most k : eee great way to ’ on ey around” with your 

unusual weapon, a small | Super NES. 7 : 
ball that, when tossed into 
the air, can be changed into |. 
a variety of deadly shapes, | 
which look suspiciously like | 
baseballs, soccer balls, vol- 
leyballs and basketballs. To 
change the magic ball into i 
one of the more deadly ~ 

varieties, Spanky must FF 


Natsume 

1243A Howard Ave. 
Burlingame, CA 94010 
(415) 342-1712 


Gunboat _ 
ail = 
For the TurboGrafx-16 ( 
‘bounce it on his head. Each —=— 
- bounce causes the ball to 
increase in size. Then a 
"quick tap on the controller's 
attack button will release it 
to do Spanky’s bidding. 
Each type of ball bops 
the baddies in a different 
way: Baseballs take out a from the popular Ac 
single enemy; soccer balls | ic Tara home computers. (Se 
and the exploding volley- | —— in the July 1990 issue : 
balls can bounce out several enemies at Miata eo Vietn: 1a 
once; and. basketballs—the most powerful 
of the lot—are able to blast. almost every. 


| ce unbout is a ‘first- -person “river Wai | | 
a simulator that’ 's been translated oe 
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1 SSI's newest at Anas 


he explosive sequel to 
GATEWAY TO THE cee 


i” 


FRONTIER is her a 
TREASURES OF THE SAVAGE 
FRONTIER is a big, bold adventure 
_ that will leave you reeling! The 
award-winning game system used 
throughout SSI's famous gold-box 
- series continues to evolve — new _ 
features abound! Movement and 
combat are now subject to the 
unpredictable effects of weather. 
Players can now interact with 
NPCs — they can even have — 
romances! Plus, in some situations, 
combat reinforcement gives you 
extra help when you need it most. 
Transfer your characters from 
GATEWAY TO THE SAVAGE 
FRONTIER or create new 5TH level 
~ ones, You'll find much more to 
explore — and the freedom to 
explore it the way you want 
— as the Heroes of Ascore 
,, attempt the impossible 
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7 OE yet again! 
q TO ORDER: Visit your retailer or call 
; rr 1-800-245-4525 with VISA/MC orders 
i (USA & Canada only). 
{ \iiiTp receive SSI's complete 
a Ys Ee, product catalog, 


send $1.00 to: 


675 Almanor Avenue 
iy" ; Suite 201 
vented vale, CA 94086. 
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ihe TSR logo are trademarks 
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from FSR, Inc, ©1992 TSR, Inc. 
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STRATEGIC SIMULATIONS, INC: 


with a variety of powerful weapons. 
One of the first things you'll notice 
about Gunboat's control scheme is the 
unique method of switching from one of 
your three weapons to another. Believe 
me, it’s not easy to figure out without 
looking at the instruction manual. Pressing 
the I button switches from a front view to ees eee ae ee 
one of the weapons, and the choice of first-person fiver 
weapon is actually determined by the set- warfare” simulator that’s 
ting of the three-position auto-fire switch been translated from the 
above that button on the TurboPad. This Popular Accolade 
can be a little confusing at first—particu- ssi a ala la 
larly in the heat of battle, which is 99% of 
the time—but | really liked this innovative 
use of the existing hardware. and interesting. The sound effects 
Unfortunately, there’s a trade-off. i FR. CN 7 « are chillingly realistic, the digitized 
Because the sliding auto-fire controls of | Hii har, , sean hago pi i weapon sounds are tremendously 
the TurboStick can’t be easily “locked in” | di Loe powerful and the shrieks of 
to the same positions as those on the Tur- wounded soldiers on both ends of 
boPad, you can’t use the TurboStick to every exchange are almost too 
play Gunboat. This flaw may be corrected . Ca . : intense. The music behind the title 
in the final version of the game, but it still || erg (Sg ft in : Re »| screen also earned some brownie 
existed at press time. ! -| points from this reviewer. I’m a 
Though the graphics in the TG-16 Gun- sucker for any video game that 


involving. 
The game’s soundtrack is varied 


boat are not as detailed as 
in most computer versions 
of the game, they’re still 
hauntingly atmospheric. 
The frame rate of the ani- 
mation is fast enough to 
allow the polygon-fill 
graphics to really get you 


involved in Gach “mis- 
sion’—which was a little 


memdés a rendition of Wagner's Ride of 
the Valkyries—that’s how | got hooked on 
the Satan’s Hollow coin-op. 

If the powers-that-be insist on translat- 
ing computer titles to the TurboGrafx-16 
format, instead of bringing over some of 
the more interesting Japanese PC Engine 
games, it would be in their best interest to 
make sure that they’re all as well done as 
Gunboat. 


easier to do in this case, oe —Chris Bieniek 
since the majority of the Welcome back! We need you Turbo Technologies Inc. 


action takes place only in [wags egion@are you serving? 6701 Center Drive West, Suite 500 


Se a 


the upper third of the 
screen. 

Not that all players are } 
going to enjoy the simula- ‘ 
tion of an experience that * 
many Americans would 
rather forget, but the game 
uses an interesting tech- 
nique to get inside your 
head and manufacture a 
suffocating sense of claus- 
trophobia. Whenever your 
patrol boat is in danger, | A 
the sky slowly fades to a ghastly blood- 
red hue and a buzzing noise swells to sig- 
nal the oncoming attack. It almost makes 
it seem as if your ears are ringing from 
the adrenaline rush; it’s like a subcon- 
scious voice telling you, “Get your head 
down, you idiot!” Stirring stuff—and very 
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Los Angeles, CA 90045 
(310) 641-4622 


ELECTRO BRAIN 
For the Super NES ($59.95) 


P i234 
PLAYABILITY 12345 6EJs 9 10 


OVERALL 1 23457 s 9 10 


Another shooter, eh? Anybody for an 
old-fashioned shooter? How about you 
there, fellow? Your arthritis doesn’t look 
too bad, yet. Okay, so terms like “innova- 
tive” and “new and improved” won't 
apply here. No, it doesn’t even use a light 
bazooka. 


VIDEOGAMES & CompPpuTER ENTERTAINMENT 
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Raiden is, of course, the offspring of its 
arcade parent, which has been feasting 
upon quarters for well over a year or so 
now. There is always room for another 
good game, however, and Raiden has 
some challenge and variety to offer that is 
worth looking at. 

Your mission should sound familiar: 
Pilot your ship through several landscapes 
that scroll down the screen toward you and 
basically do whatever it takes to stay alive. 

The landscapes scroll down the screen 
from top to bottom, and moving your ship 
to the extreme left or right will scroll in the 
respective direction a short distance, giv- 
ing a total overall screen width of perhaps 
one-and-a-half times your TV screen. 

Either one or two players can play 
through eight missions. A configuration 
menu provides you with the choice of: 
starting with two to five men and bombs, 
playing at one of five skill levels and turn- 
ing auto-fire on or off— great for those of 
us with the arthritis already kicking in. For 
those who really enjoy the game’s sound- 
track, the background music and sound 
effects may also be accessed from this 
area (at least in the version | was pre- 
sented for review). 

On the subject of power-ups, there are 
really only four to speak of. The two stan- 
dard weapon choices consist of a screen- 
spanning type of weapon or a strictly 
straight-ahead laser weapon. Both have 
the ability to increase in power as addi- 
tional power-ups are found. In addition, 
there are two types of missiles: Homing 
missiles track down enemies to deliver 
their payload, while the standard missiles 
just zip straight up the screen. These may 
be increased in number in the same fash- 
ion as the other weapons. 

Other miscellaneous power-ups in- 
clude extra bombs, 1-ups, medals and a 
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Raiden Trad, by Electro Brain, is 
the offspring of the arcade 
parent, which has been out for 
about a year now. 


VIDEOGAMES & COMPUTER ENTERTAINMENT 


special weapon power-up that will push 
your weapon to maximum strength. 
These are self-explanatory, except for 
the medals, which are simply bonus 
items that award extra points at the end 
of each level. 

Actual game play is, again, very famil- 
iar—proceed through each level, blasting 
a gaggle of ground targets and the many 
flocks of flying enemies that swoop down 
the screen toward you. There isn’t a wide 
variety of targets, but there are enough 
different ones to provide some diversity. A 
boss awaits at the end of each level, 
accompanied by the appropriate warning 
music, and consists of either a ground 
structure or a flying behemoth that spews 
out bullets by the bushel. 
Here is where those bombs 
that you've been carrying 
around with you will come 
in handy. 

The scenery for the lev- 
els closely resembles the 
arcade version, even per? 
haps too much so. The 
graphics are faithful, of 
course, but in comparison 
to newer games, aren't par- 
ticularly impressive. The 
landscapes vary between 
desert, water, industrial 
and space backgrounds, 
but, again, are somewhat 
average. The enemies are 
somewhat more interest- 
ing, however, and are ade- 
quately done. 

The soundtrack is okay, 
with some variety and 
change throughout, though 
the sound effects are fairly 
limited. 

The choice of five skill 
levels is the one 
thing that will 
appeal to many. It 
allows players to 
work their way up 
to the hardest level, 
while avoiding the 
frustration that oft- 
en accompanies the 
climb in difficulty. 
This feature will 
also allow younger 
players to make 
some progress with- 
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Acclaim's Ferrari Grand 
LHe LRP Time pie ene Prix Challenge is 
poy ‘ s concentrated more on the 
Pos ~ actual racing game than 
the nice little extras. 
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out being wiped out imme- 
diately. This, coupled with 
the one continue allowed, 
will allow just about any- 
body to view everything 
that Raiden has to offer. 
Although there just isn’t 
anything very different to 
distinguish Raiden from 
other, older shooters, don’t 
let that alone be a reason 
not to give the game a 
look. Solid game play 
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This all new LINKS 386 Pro version of our popular, 


never hurt any game, no matter the genre; 
and—though of a well-worn type to be 
sure—-Raiden does have that. 

—B.W. 
Electro Brain 
5/3 E. 300 South 
Salt Lake City, UT 84102 
(801) 531-1867 


ACCLAIM 
For the Nintendo Entertainment 
System ($47.95) 


4 5 684s 9 10 


OVERALL 12 oS 


As the title implies, there’s only one kind 
of formula pacing car you Gan drive 
here--that of the famous Italian sports car 
company with a stallion for a logo. You can 
choose either an automatic transmission or 
a three-gear stick shift, but that’s it. Just 


award-winning LINKS golf game offers many dramatic 
improvements that make playing LINKS 386 Pro more 
enjoyable — and gives you exciting new golfing possibilities! 


SUPER VGA Graphics and 386 Power. 


The new LINKS 386 Pro, featuring Harbour Town Golf 
Links, is the first golf game specifically designed for the 
graphic capabilties 2nd computing power of your personal 
386/486 computer system. SUPER VGA 256-color graphics 
at 640x400 resolution display breathtaking views of LINKS 
Championship Courses. Your friends won't believe that your 


Texturing of 
fairways, rough, 
sand, and other 
surfaces adds an 
extra level of 
realism. 


computer looks so good! Be hs 


Championship golf at your fingertips. 

A lot of listening went into the new LINKS 386 Pro. 
Many of the new features 2nd improvements were added in 
response to direct requests from LINKS users like you! An 
exciting new feature is our Unique Computer Opponent. 
Play a round of golf and save your game. The new LINKS 
386 Pro recorded every shot you made. Send your game off 
to your buddy and he can play against you right on the 
screen, shot for shot, as if you were right there next to him! 
We've also included pre-recorded games from worthy 
opponents, statistics, a variety of game play modes and 
much, much more. 


Over 345 combinations of viewing windows. 


With the new LINKS 386 Pro you're not stuck with just one standard viewing window. With a few 
clicks of your mouse you can split the screen giving you a real-time reverse view of your shot to 


the green or add a scaleable top-view that displays the 
3= ACCESS 


flight of your ball. Scorecard, club distvicc 
terrain profile and other panels give you the fle ibility 
quate SOFTWARE INCORPORATED 
4910 W. Amelia Earhart Dr.¢ SLC, UT 84116 


to display what you want to view while playing and 
(800)800-4880 © FAX (801)359-2968 


Male and female 
golfers. 


You can use any 
of the 7 existing 
LINKS courses or 
upgrade your 
favorite course to 
the Super VGA 


Version. 


» ohort 
C Canary, 


you can change your viewing setup at anytime! 


hp tit 


SAMALAVI NITIOS TALOV 


Award-winning graphics combined with 386 computing power! 


one car and its one color: red. Ilmme- 
diately, this lack of choice marks up 
one minus for this racing game. It 
would be nice if other types of Fer- 
rari formula racers were available. 
But, as soon becomes apparent, 
Ferrari Grand Prix Challenge is con- 
centrated more on the actual racing 
than the nice little extras. Sixteen 
courses, designed from the layouts 
of real-life counterparts, make up 
the entire racing tournament. Before 
you're allowed to race, you must 


drive off the cotirse), and they 
will need replacing at the pit 
stop. You control the pit crew by 
pressing the A and B buttons on 
the control pad. Time ts essen- 
tial, so the faster you alternate 
pushing the buttons, the sooner 
the crew will change out your 
car's tires 

Oddly enough, your tires 
never wear down to the point 
where they blow and make you 
lose control of your racer Really 


qualify by speeding your car around 
the track within a set time. 

lf you qualify, your place at the starting 
line is determined by the time it took you 
to complete the course. The actual race 
has you competing against other, com- 
puter-controlled racers for the coveted 
first, second and third places. Placing will 
grant you money rewards. Not finishing 
the race in an adequate place will earn 
you practically nothing, and could dis- 
qualify you from the entire grand prix. 

The tires on your racer will eventually 
wear down (even more quickly if you 


AMER i CHAN 
GRAND FPRIx 


Lar ARECOAD 


* * 


ESESREL. FIimMe 


the game itself. 


Satisfaction Guaranteed 
Real-time split We offer free unlimited technical support by phone And if 
screen views of you're not completely satisfied, you can return LINKS 3S¢é 
a Pine a Pro within 30 days for a full refund — no questions asked 
alee So you've got nothing to lose, but so much golfing 


approach shot to 
the green. enjoyment to gain. Try it out! 


pve a 1-800-300-4830 


selection features. 


Automatic club 24 hour FAX# (801)596-91 28 
selection also 
available. Call toll-free 24 hours a day, 7 days a week, U.S. and Canada 


or visit your local software dealer. 


, __ Yes! As a registered owner of 4 I es! Send me the ne.. LINAS 386 Pro with 
Wide, panoramic LINKS I want to pre-order my LINKS Harbour Town for the IRM 286/486 computer 
the Toal of thea ia 386 Pro featuring Harbour Town for the for ep t $69.95 when it’: -vaileble. If I'm not 
eller feel o 1é@ lay 3 joe oe a ® ¢ 1 F ; . 
ter : ‘torv price of $39.95 inc 9 completely satis fied [ san retarn wt fora Tull 
of the course. introductory price of $39.95 includin 


shipping in US and Canada. (If you own und PREF i chipping within the U.S. 


; _— LINKS and haven't registered, mail or Name 

“hh “iaktabed ahh FAX us a copy of the inside front cover eacots 

indicator for easier ‘ d ; alin Address 

wera,” of your LINKS manual along with your : ; 
check or credit card information.) Offer City State Zip 

expires 08/31/92. Day Phone : 
Up to four viewing panels 
on the screen at one time! () Check enclosed iano CoD nurohose orders) 


International shipping extra. 
L)Vis2 L)MasterCerd LC] American Express 
Equipment required: IBM or compatible 

386/486 computer with minimum 2 meg of Card# — — 


memory, SUPER VGA graphics, one or more Exp Date 
floppy disks, mouse and a hard disk. 


Sicnature _ 


Guaranteed to work with your 386/486 system 
with Super VGA or your money back. Not copy 
protected. Free unlimited technical support 


/ Md « See iy v 
Mail to- PUACSS Salen aw, L110 
An ae ® oe 4 Ti WS 
S940 W. runilhc a ek Dr 


A, Ae. Faille eof YIT Q417E 
Dali > AKC vl), 4 $4 a 4 


CIRCLE #120 ON READER SERVICE CARD. 


| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
l UT & MN residents add sales tax. 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 


worn tires only slow you down. In fact, 

colliding with other racers just slows you a 

down, too. Thus, sadly, no spectacularly “ELECTRONIC ARTS. 

violent explosions or car pileups happen For the Sega Genesis ($59.95) 

here. Like | said, this game is more con- in 

cerned with its racing aspect. sounpmusic 123 4 5—J7 89 10 
After racing on the more complex si ‘7 oy 

courses, it is soon obvious that you must / ¥ 4 | 

learn to drive the three-gear stick car. 

While the automatic version is much eas- 


ier to handle, its shifting adjusts too One reason that parents may still be 

slowly. You can’t even qualify on most of buying the NES for the kiddies is the 

the courses beyond the second one with amount of educational software avail- 

it. Clearly, the automatic is meant to train able. While there are dozens of educa- | 

the first-time player. tional (or borderline educational) games — : 
While it’s not padded with glorified = == out tor tres NES, ae : 


aspects, Ferrari Grand Prix displays SOME where in Tin : jc Parmen offers.. .uh.. cwell, of co 

of the cleanest and most effective graph- Sandiego? is the first truly. —_—_—__ UR ahem. ‘Maybe ia 2 

ics seen in an NES racing title. Though educational game to appear on sorta educational, but that's i 
things look simple, notably the pit ceva. Genesis. Now enter the tise truly educational — 


graphics, the game’s ani- 
mation and winding race men Sandiego?, the fourth in Brgder- 
course rival that of the bund’s celebrated line of Carmen com- 
venerable Rad Racer. _¥ “a puter games. While there are no surprises 
That old Rad Racer | fie). WF aad ieee in this translation, it’s good, wholesome 
game remains a favorite — 2 feed Detected! i fun that gives snippets of educational 
with longtime NESers. || “ae head ; material in a nonviolent environment. 
Lots of racing titles have As a fledgling detective for the Acme 
come, but many are for- Detective Agency, you've been assigned 
gettable. Only Rad Racer to apprehend Carmen Sandiego and her 
has survived to become a |} a gang of creeps. They've stolen a time 
classic. Ferrari Grand Prix \gumm[»— a iin fee §$Machine and have been jaunting around 
Challenge, on the other ie i ea a foe Co = ahpeward through history, stealing every- 
hand, is likely headed for | "3 /& | thing from priceless art from the Louvre to 
that oblivion where a lot & an opera singer's vocal cords. With your 
of NES games now rest; handy-dandy Chronoskimmer, you follow 
but this no-fuss racer still : 
deserves at least one 
good look. | 


time period from 400 A.D. to the 1950s) 
—H.H.W. 

Acclaim Entertainment 

71 Audrey Ave. 

Oyster Bay, NY 11771 

(516) 922-2400 


the suspect. 

Every time you land in a new country/ 
era (there are over 40), you either scan 
for physical evidence or you question 
witnesses and informants. The latter 
ae some- 
times nets you 


| Harr ant issued q _ " “ en clues to the sus- 

1 for the capture of |) il ——. : "| success fully iy ect’s identity— 

@a} Rudy LeP ay. site 4 fe) tracked Lynn i P Y ‘ 

_ | ~ cai ) 51 Gweeny. Data im eye color, hair 
mi focwarded for : 

ater i! color, favorite auth- 

’ m6 OF OF artist, etc, 

Identity clues are 

important, since 

there must be a ~ 


cart for the Genesis, Where in Time Is Car- — 


in hot pursuit. You’re sent to the scene of a 
the crime (anywhere in the world, any 


with no information except for the sex of 


atte ~*~ 
— 


about where the suspect has fled. There 
_ are only a few possible escape routes the = 
“suspect can take from any one location; 
the clues often give you enough Shanta! Ze 


sie ald “alisha | ih Libel Aida oii hi hdd eee hdiih hd aie emhenih end hnnnimetmntammmecheeeeemetemmmeniaiii 


- Most nfire though. you’ re given clues 


tion to deduce the country outright. For 


= nstevee you may be told that the suspect — 


‘said she was going | to attend the Opening | 
of the first Shinto shrine,” and if the avail- 
able escape routes are Italy, Japan and 
Holland, you can make a pretty good 
guess as to where she went. But if there 
are two different possible eras— of 
Japanese history, you'll need to discover 
the date of the opening of the shrine. 
Since you're given limited use of your — 
Chronoskimmer for each case, traveling to a 
an incorrect location or era can use up 
enough time to botch your assignment. 
Mistakes in this game are extremely 
costly; it pays to do your research rather = 
than guess. = ee 

The research is facilitated by the nei 
‘sion of a ‘paperback edition of Fhe New. 
American Desk Encyclopedia in every box. 
This is an excellent little desk reference, 


and it seems to include every shred of 


information the game requires. One of the © 
side benefits of Where in Time Is Carmen 
Sandiego? is that you not only learn about 
geography, history, authors and artists, 
but you also. learn— 
painlessly—how to use an- 
encyclopedia to research | 
unfamiliar topics. 
Educational 
aside, - the 


esoteric clues to keep even §& 
adults from achieving @ 
higher levels without a lot ™ 


Enevelne die: It’s also ll 


ni in th n play in any of five __ = 
ee that ine ca J _ ny 0 Jaleco’s Rival Turf consists 
of six levels of combat, 


languages. A full career, from Time Cadet 


for error. A ee feature ian you 
to save your detective ranking and the 
number of cases you've solved. 
Graphically and aurally there’s neither a 
lot of flash nor 
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or much variety. With gee Bb ieee ceet 


— : few sound effects (which are excellent 
= = nonetheless) and a handful of cute but 
== a. sparingly animated graphic sequences, 


— = don’t expect to be overly impressed. It’s 


== = the content that makes the game. 

This is a clever and addictive educa- 
tional game that should satisfy those who 
want something far more creative and 
worthwhile than Raymond the Razor Takes 
on the Crips. Each individual case only 

lasts a few minutes, so they’re like potato 
chips: Betcha can’t play just one. 
= —Josh Mandel 
Electronic Arts 
as 1450 Fashion Island Blvd. 
=. San Mateo, CA 94404 
(415) 572-ARTS 


Rival Turf 
JALECO 
For the Super NES ($64.95) 


Rival Turf is another in the increasingly 
popular “Let’s walk to the right and bash 
in everybody's skulls” genre that origi- 
nated with Double Dragon. Once more, 
somebody’s been kidnapped, and you’re 
on a rescue mission. Who's been kid- 
napped? Can you guess? Is it...your dog? 


Is it...your parents? No, it’s your girl- 
friend! 

Now, c’mon, don’t look so surprised. 

An unfortunate hallmark of these 
games, no matter who the publisher, Is 
that imagination is absolutely forbidden. 
They’re more alike than any two Super 
Mario games. You walk to the right, ene- 


mies jump out, you kick, punch and slam 


SELECT PLAYER 


cases. gee ppreeit ‘aly appears at the Pahant sublevels. 
very end of the game; all of the other. = 
crimes are carried out by her cronies, who | 
have cute names like Minnie Series and 


= — — continued on page 54 
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THE ONLY GAME 
10 SCORE WITt 


This is definitely the ultimate 
= power play. 
: Twenty-two NHL teams. Two 
All-Star squads. The Stanley Cup’ 
All the wholesome mayhem you love 
about professional hockey, 
_lts a vcemia In NAL hms The most action-packed, fast-paced, and high- 
. ee Se Oo m contact Genesis game to come along since 
ga John Madden Football” 
“Wa =2—sn fact, the same guys 
\ Wa. who tackled Madden designed NHL Hockey. 
a «(SO you think theyd miss any of the sports finer 
me points? Get real 
Every skater is modeled on 14 different 
| attributes, like skating, strength,and ¢ 
| rink awareness, based on 1990-91 stats. ° 


| Asyoucan see from this composite 
me screen shot, there's more action than you can 
mee 8 =6shake a Stick at. 


Your goalie has as many saves as the * 
Red Cross. Kick saves, glove saves, stick 
Saves. You can even pull him foran ™ 

all-out assault. 


Theres total player control, too. Jake ballistic 
slapshots, execute sly backhands, flick passes 
to teammates; make great kick, glove, or stick 
saves; slash, hook, tp, high stick, 
or check the living daylights 
out of the other guy. 

But if you step over the 
line, the refs will penalize 
you. Then cool 
your Skates in »\ 
the penalty box. » 

The goal of the 
game Is to skate and 
score your way to the 
Stanley Cup. To get there, ai 
youll face-off against Very —_ intense, hard-hitting 
obstacle the pros do. eee 


ELECTRONIC ARTS* 


i) PRODUCTION 


If you have all the nght moves, you get invited This ¢ game adetinitely aaah t santas any Everything measures up perfectly to the NHL. 
to the big dance—the Stanley Cup Finals. punches. After you taste a few hip checks, Compare position-by-position scouting 
ee Se cits poke checks, and shoulder checks, report at-a-glance. 


youll know what we mean. 


Overtime periods. Power plays. Play-offs. Penalties. 

Everythings the spitting image of hockey. Instant replays. 
Scouting reports. Rowdy crowd reactions. Sound and animation 
that ll level you. 

m Take your best shot at the NHL. See your local 

4 game retailer or call (GOO) 245-4525 
to order NHL Hockey now 
Its the only way to play 
with the pros and still keep 
your teeth. 


————————— a 
SS a —— 


ELECTRONIC ARTS’ 


NHL" isa registered Trademark of The National Hockey Lea: a les emaney Cup” is a registered Trademark of The National Hockey 
League. John Madden Football™ is a trademark of Electrot SEGA™ and GENESIS™ are trademarks of Sega 
Enterpnses, Ltd 
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than the competing Streets of Rage on 
the Genesis). They’re about on par with 


aided occasionally by a 
weapon or a bit of nour- 
ishment to. stave off 


impending death. Each 
level has an end boss of | 


immense strength and a 
different scrolling back- | 
ground so you can tell [i 
one level from another. 
The only real pleas 


martial-arts moves can they de afd naw 
many people can play at once? In Rival — 
Turf, the characters are huge, more than 
half as tall as the screen (much larger 


Final Fight’s characters. The martial-arts 
tally: only about half a dozen moves 


ee ‘this game in the first four hours 
anyway. — a 
All this high-powered animation comes — , 
ata heavy toll of speed. Frequently in a 
two-player game, or whenever you have 
four or more characters on screen at once, | 
count on major slowdowns. Especially | 


each, which is more than enough for 
most players. 

There are two characters you can play: 
Jack Flak and Oozie Nelson. Jack’s lean 
and mean, while Oozie is slower and heav- 
ier. Two players can play at once in a “you 
and me against the world” scenario. A 
third mode pits you against the other 
player in three rounds of battle. | 

Rival Turf consists of six levels of com- 
bat, each level having three short sub- 
levels. The first three levels take place in 
Los Angeles, and the second three are in 
South America, where the drug lords hang 
out. The backgrounds are beautiful: Most 
feature at least a couple of planes of multi- 
level scrolling for 3-D effect, and there are 
a lot of big set pieces that move around, 
such as cars and helicopters. One sublevel 
even puts you on a moving bus (yes, this 
version of Los Angeles has mass trans- 
portation, but you wouldn’t want to be 
caught dead on it). 

The martial-arts moves are fairly typi- 
cal, except for the notable “special move” 
and the optional “angry mode.” Special 
moves are highly effective, but their use is 
limited. For each five enemies you've 
eliminated, you can do your special move 
once. Since by midgame you can have 
crushed over 100 enemies, that'll let you 
use the special move a lot toward the end — 
of the game, where the enemies are. Sie 
nificantly harder. Angry mode is ise 
option: Turn it on before you start, and, if 
enemies gang up on you, you'll turn _ 


moans. Theres alsa a goo 
variety of music, with dif 
ferent themes for each _ 
level, but somehow it all sounds nearly 
identical (try the music check if you don't : 
believe me). : 

One last caveat: The game is too short. 
Like similar games, massive amounts of _ 
character and background animation usu- 
ally result ina smaller overall game. Mar- 
tial-arts game fanatics. will CN iiconidy 
this one in the Liss day or two. oe 


Jaleco USA 
310 Era Drive | 
Northbrook, IL 60062 
(708) 480-1811 


Stanley: The Search or 
Dr. Livingston | 
ELECTRO BRAIN a 


For the Nintendo Entertainment _ 
System ($41.95) 


© New York Her- 
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search of Dr. David Livingstone (note to 
game designers—his name actually ends 
with an “e”). He’s the famed Scottish med- 
ical missionary and African explorer, and 
he’s missing. This is Hank and Dave's 
African Adventure, if you will. 

Your quest begins in Port Harken, 
located east of the continent. Irritating 
bagpipe music that would make any 
Scot’s ears bleed blares as you gather 
supplies and weapons before venturing 
into the hazardous jungle. The city’s pop- 
ulace is also a source of helpful informa- 
tion, as some of them saw the good 
doctor before he mysteriously disap- 
peared. 

Buildings may be searched for items 
you can use. You get three lives at the 
beginning and a limited amount of 
strength energy. So care must be taken 
when trying to take things that are 
guarded by dangerous animals or natives 
wearing masks. 

Once you leave Harken, a map of the 
continent comes up, and you select the 
next area you want Stanley to move 
through. The bagpipes cease and are 
replaced with equally lame—though not 
as irritating—tribal drumbeats, as Stanley 
travels into the jun- 
gle. Lots of things are 
out to do in pdor ol 
Stan, and the giant 
spiders, snakes, bats, 
man-eating plants 
and other hostile 
beings are more than 
happy to oblige. 

A number of the 
jungle settings have 
underground pas- 
sages inviting Stanley 
to explore. Naturally, 
they're filled with creatures hungry for 
explorers, but items are to be found any- 
where that can restore health, enhance 
strength, give you a new weapon or grant 
other jungle-trekking per diems. Bottom- 
less pits must be watched for, since 
falling into them guarantees Stanley's 
demise. 

Stanley can punch enemies, but this 
proves to be a weak offense most of the 
time. Throwing spears or knives is more 
effective, if you can find some to use, of 
course. The spry little fellow is even 
equipped with a kind of helicopter back- 
pack. Unfortunately, it is used to slow 


fecte 


4 


coop 
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Stanley’s descent—not for aerial trans- 
portation. 

What we have here is a simple action- 
adventure game, but one that’s not really 
in the Castlevania style. Actually, Stanley 
looks and plays a little like a computer 
adventure game from about ten years ago. 
| suspect gamers who are at least familiar 
with Castlevania-type slickness will be dis- 
appointed here. There’s a happy bounce in 
every one of Stanley’s running steps, but 
he’s no Simon Belmont. 

Yet Stanley earns credit for presenting 
history as the premise of an action video 
game. The objective is also refreshing— 
the search for a missing man, instead of 
“the Princess” or “Fabled Object.” Still, 
Stanley is uneven. As with 
history in many school 
textbooks, it’s interesting, 
but you wish It were pre- 
sented with a tad more 
pizzazz, instead of being 
merely to-the-point. 

—H.H.W. 
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Electro Brain 

573 E. 300 South 

Salt Lake City, UT 84102 
(801) 531-1867 
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Stanley: The Search for Dr. 
Livingston, by Electro Brain, 
earns credit for presenting 
history as the premise of an 
action video game. 
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A Player’s Guide to Might & Magic 


by Clayton Walnum 
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Middlegate, 


1. Otto Mapper 

- 2. Edmund's Expeditions 
3. Sleepy. Mage Guild » 
4 Feldecorb, Fountain | 

~~ 5. Guild Membership: 


6. Track and Trail 
7. Brain Detoxification 


> 8.Travelmoore 

9. Lock and Key, Ltd. 
"10: Slaughtered Lamb 
11, Gateway Temple 


Ne Turkov’s Training 


oe #; 
Be Yee 


Pro 


Secret door a 


When a member of your wel 
dies or is otherwise = 
incapacitated, visit.the femple to 

take advantage of its expensive, 

“but necessary, healingServices. 

Also in the temple, your cleric 
can get new spells. 


When. vow start the game, you. 
Can ¢reate your own 
characters, but the preset 
characters work great and: get © 
you started quickly. : 3 


if; Although your characters start 
| with weapons in their 
inventory, those weapo ns are 


13; Sandsobar Teleporter 
14: Arena Entrance 
15.Arena Exit 

16. Mordonna 


| not yet equipped. ake sure 
TTS. Blacksmith to equip them: before you get” 
18. Middlegate Inn, : into any fights. 
19.-Nordon: . i s. 
20. Fountain of Clairwoyarice.) - Sa) 
21-Arena 


22° Cavern Entrance 
23. Town Exit 


X Message on wall 


The: obese in: liididlegate. x 
may seem tough to inexperienced. adventurers, but — 
once your party. gains someexperience, you'll be: . 

‘kicking butt: Remember to save your game often. - 
' That way, if you diesin-a fight; you won't lose all the. 
experience. and treasure you worked so hard to get. 


After youl gather some gold; you TE 
Fwant to visit the blacksmith, where 
you'can buy new weapons, armor ~ 
and special items. You cain also sell 
items you don't need: Before you 
sell an item though, make sure none 
of your characters need it. _ | 


sh. 


sy Your adventure begins. here 
“at the Middlegate Inn. 


Rigine 6 Buiside hed inn, yo ul 
find the Fountain:of 
Clairvoyance..When you 
drink from the fountain... 


When in battle, remember to 
use your spellscarefully).For, 
example, the.cleric’s. Turn 
Undead spell is great against 
skeletons, zombies, corpses 
and other walking dead: And 
‘ss don't forget the cleric’s’ | > 

= healing spells. You'll need’ 
them often. 
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Ifyou look behind you; you'll 
sée the innkeeper: Whenevek, 


you-sign his registry, your game 


is. saved. Make sure you save, 
your.game often, ‘especially ¥ 
after doing: or ‘discovering 
Something important. 


‘As you leave;the inn for the, ¢ 


first time, you see a 
mysterious messenger. 


Ja small map appears inthe 
upper-right. corner of your % 
screen. This ‘map. makes it\a. 
lot easier to find your way;: 
around. Unfortunately, it lasts 
only:one day, after-which 
youllneed to drink from the 
fountain again: re 


Your sorcerer also has some | 
good spells, though you ‘have 
to figure out which spells 
work best against which 
monsters. 


Most of the buildings that 
have. unmarked doorways 
contain monsters. Still, don't 
avoid these areas, ‘since 
fighting is:o6ne-of the’ best 
ways to gain’ experience and 
get treasure: 


After winning a battle, don't 
forget to.use the search 


command to look for treasure... 


; 
=the 
“e 
a 
> 
J 
- 


Waceasee Cavern). ua a 


1. Torture Cinaraier 
2. Kobold:HO. 7 
3. Clue if 


i Door, 


Treasure chests usually contain 
gold, but they may-also contain 
weapons, armor, special items 
and gems. The gems are 
especially important: Without 
them, you can't.cast'spells. 


Secret door 


4) Goblin ihe | 
5. Golden Goblet 
6: Exit 


x Message on wall 


You'll meet many kinds of 
monsters in Middlegate. Some 
‘may try to steal your gold, 
while others... 


At.the many taverns you'll 
find throughout-the game, 
you can-hear interesting 
rumors: More importantly, 
you-can buy the food ‘you 
need.in order to stay healthy. 


Every: town has some sort of 
training arena where you gap 
,- Increase your levels. 
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After you've gathered:some 
experience points; you should 
visit.the, arena and pay: tobe 
trained for thenext level. The 
highef your devel, the stronger 


‘your Characters... 


-¢ Yourcharacters can alsotearn 


useful skills. This ranger in 
Middlegate teaches any: 
character to navigate through 
the forest. 
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Fhe. town magician cai sell ue Otto the mapmaker teaches 
youre membership t in the local ~~ you to make maps: After: you See 
4 mages guild. You have to join: $ learn se skill. | ee 
if you want.to- buy new spells: fe fe 5 oo | au: 
: 4 4 : “A i 
Lgl Forest. re Cavern Bake / ee j BEE re an % a a 
e F zy @) _ jA Every town has plenty to- offer | 
om 
aaa | eavy orest ouptainy ihe adventurers, andieach town 
Pets eee Pe a) : . has a portal‘that'll jake youto | 3 
ae Gee On re Water 3.3.7") ry Mour ti inns: 
Wel tea Wat Fo) cee UE Sr aemmemti eg phe ai ; - a Tova the-next town. “ 


“Atte you ve Dak some ‘Your first: quest takes you 
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-yourean use the Auto-Map Another place in Middlegate: 
command to see the area.” where you can get. an 
you've explored. The map-not important skill is Edmund's 
only: shows:you where you Expeditions, where you'll ~ 

“are, but helps.you keep traek learn to climb mountains, 
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+, Sandsobar 


10. Sheik Training Arena 
11. Whirlwind Mage Guild 
12\ Wizard's Eye’ | 
13. Sly's,Opportuniti 
14, Embassy 

15; Fitpro Locksmith, | 
16; Portal to Middlegate: | 
17.\Sandy Dunes : 
18. Cavern Entrance 


1: Portal to Tundara 
2. Big Al's Accessories: | 


4. Guild Membership 
5. Temple: Benedictus 


7. Red Lantern) Tavern 
8. Hourglass lan: 
9. Monster Bowl 


i I Door ‘Secret door. ', X Message on wall 


You 'll/also battle some 
awesome monsters. 


-Butronce you do, you'll get”a 
reward: Nordonna tells you to 
donate at all the temples. 


You must do’atot of fighting 
to rescue her‘sons. ~ ; 
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“All your adventure doesn’t Travel can be difficult in the 


take place‘only in towns and ‘wilderness if you don’t have 
averns. You can go outside ie ithe, rightskills: To be able to 
“too. {t's a big world out there! ipénetrate the dense forest, 


_ two:meémbers of your party 
oes have the pathfinder skill: 


._=—=—=s—=._._._=i‘é‘i#. os 


‘Tundara’ 


1. Saracen’s Denial 9: Portal to. Vulcania: “Inthe area outside of: Ps, gat into. ‘Corak’ s Crypt, | 
2. International Market 10. Thundrax Weaponry Middlegate, you'll-find Corak’s .\ ‘where you.can get the Lloyd's 
oh Columbus! Sextant 11,,Gate : Cave, a place whereyour Beacon spell, you need to 
i 4, White Dove Temple 12,.cucky, Dog SAidon cleric’s Turn Undead spell will unlock the: door... 
, 5. 'Mystical'Mage Guild 13; Newspaper be very handy..?” BSE aN 4 
6, Portal to Sandsobar 14) Stairs to Cavern | % 
«. 7. Tundaran Arms inn 15. Guild Membership A) 
iy ( 8.-Button 16. Enhancement Center 


A Door Secret door!» X Message on wall 


When you aot your. ticket (eon Mier you ‘ve done a little 


+ the travel agent, youcan:. =... adventuring, go on a tour of : 
o: ¢board a’special ferryboat:. __allthe towns to'see what they 1” 
?) that'll take: youtothe center ——— have to offer. Be preparedto. * 

of thelake,, where you'll find _ meet up with some awesome. © 


© the ruins. - | creatures®. 


‘ The Wizard Ss Eye spell is vay oid every guild you can : Theil check out the local ~~ Each town has ap ora that'll 
eae net it hemes an yeitard. Oe ite . Beguild’ S spell offerings: You take you to i next town. 
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Mountains, too: are 
impassable if you.don't have 
the right skill. Focelimb 
mountains; two of your. % 
characters musthave the ? 
mountaineering skill: ¢ 


Although your characters): 4 
cannot swim, they can cross)! 
this river by jumping.on the 
ferryboat. .~ a 


“and have'the Admit 8 Pass. 


eee oe 


_ +The area outside. Middlegate 
‘4! <also-contains the ruins. of 
~»» 0° Xabran Castle, but'to get 
Le ; there you haye,to visit the 
_ travel agent'inMiddlegate. 


Search everywhere. Younever ae Walls, too) ¢an offer important 
know whatiyou might find. 


_ Ainformation:, 


AS youmove from town te *,* After your characters donate. 
town, be prepared to,takejonk .. . atievery temple, you'll find a, 
some tough:enemies: li other. : Fe Farthing... 
“words, save your-game. often! .. ~~ : 


ie 5/2 


VineoGames & CompUTER ENTERTAINMENT 


aa 


— 
a 
a8 


_VLava Grenade iia 
2. Lava'Locksmith = 2.0 


4. Vulcan Temple. 

5. Bestway Blacksmith 
6. Guild Membership | 
7. Sergeant Pain School 
8. Training Academy 

9. Resistance Seale: 


I Door, 


‘Vuleania : 
’ (9). 10; Blagkvock’Mage Guild | 
. 15). 17, Portal to. Tundara’ » - 
3. Disembowelments R Us)’").12, Portal’ to Atlantium 
13; Proficiency Expert. 
14: Belinthra’s Bar ~~ 
he Gate 
6. Hotel Four ; | 
tA. Cavern Stairs a 
: ti Secret door. X Message on wall 
1 | 


. Which you.can toss:into’a 
mysterious fountain back inx,” 
- #! 


Middlegate: . 


Then the fountain will give<” 
you the castle key, | 
aS ia | ) 
3 Stay tuned next month for 
more-maps and hints. Until 
‘then, happy: adventuring! 
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t's that time again...time to leave the 
tangled cords and cathode rays of the 
console systems behind and fire up 
those portable machines for another 
round of Gaming on the Go. Hope your 
batteries are charged up, ‘cause here 
we go.... 


Crystal Warriors 
SEGA 


For the Sega Game Gear ($39.95) ~—— 


Role-playing enthusiasts are sure to go 
bonkers over this one. Sega’s latest Game 
Gear title is as close to a “real” role-play- 
ing game as l’ve seen on any of the 
portable systems. Unlike the majority of 
action-oriented Legend of Zelda clones 
that pass for RPGs in the world of video 
games, Crystal Warriors raises the tradi- 
tional overhead-view adventure game to a 
new level of structured game play. Your 
party of six characters takes turns moving 
across the countryside, battling enemies 
and casting spells under the same set cf 
rules you’d encounter in a Dungeons & 
Dragons session. 

Most importantly, Crystal Warriors man- 
ages to enforce the conventions of a true 
RPG without losing itself in a quagmire of 
paperwork and dice-rolling. The colorful 
graphics and “exploding” windows are 
functional, yet stylish, and the player inter- 
face is smooth and natural enough to make 
you forget the 
mechanics of 
entering com- 
mands, fully in- 
volving you in 
the search for 
Arliel’s magic 
crystals. 

For all of § 
the game's } 
wonderful 
features and 
flawless exe- 


cUutION, its 
rather disap- 
pointing to 


learn that Cry- 
stal Warriors 
is much more 
linear than 
any such 
game has a 
right to be. 
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BY 
Curis BiENIEK 


Crystal Warriors for the Game 
Gear is the closest to a full- 
fledged RPG that’s come out for 
any portable game system. 


All you need to do is progress from one 
castle to the next—there’s no decision-mak- 
ing involved in moving around on the map. 

The unfortunate thing is that Sega was 
so unbelievably close to the perfect RPG. 
In last month’s Gaming on the Go, Sega's 
Ax Battler just missed the mark, too—but 
on different grounds. If somebody would 
just sit down and combine Ax Battler's 
story line with the control scheme and 
RPG rule book of Crystal Warriors...man, 
we'd be in for a real treat. Until that hap- 
pens, consider Crystal Warriors to be a 
giant step in the right direction. 

Sega of America Inc. 

130 Shoreline Drive 

Redwood City, CA 94065 

(415) 508-2800 


Turn and Burn 


ABSOLUTE 
For the Nintendo Game Boy (N/A) 


VG&CE’s portable-pick-of-the-month is 
Absolute’s Turn and Burn, one of the first 
games of its kind for the Game Boy. With 
this detail-oriented “F-14 dogfight simula- 
tor,” designers Dan Kitchen and Roger 
Amidon help to redefine the general pub- 
lic’s opinion of the Game Boy and its 
capabilities. Of course, the Kitchen broth- 
ers have a long history of squeezing pow- 
erful software byte-by-byte into the least 
powerful system on the market—as any- 
one who played Space Shuttle on the 
Atari 2600 can attest. 

It’s safe to assume that certain minor 
details have been left out of the Turn and 
Burn experience. But most of the vital ele- 
ments of a good first-person flying game 
are intact. The game includes takeoff and 
landing sequences, in-flight refueling, an 
“ejection” option and a full agenda of 
increasingly difficult “missions” for you to 
work your way through. 

Though the beautifully detailed inter- 
mission screens are sure to attract all the 
attention in print ads and on the game 
box, the action on the main display ts 
pretty intense, too. Aside from a shaded 
horizon line, there’s not much happening 
in the background—but the game’s furi- 
ous bogey tracking and barrel rolling 
should keep you too busy to notice the 
lack of scenery. The instrument panel and 
long-range radar display are much more 
helpful than intrusive, thanks to a 
painlessly thorough instruction manual. 
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LICENSED BY 4 


GET HOOKED! 


You've just boarded Hook’s ship. Your blood is pumping the mast. As Peter Pan, this is the fight of your life. 


and achill races down your spine. You’re about to do Everything that came before — your duel with Rufio, 
battle with the most infamous pirate of them all, Captain your dive to the ship wreck, even your battles against the 
Hook, the fiend who’s kidnapped your children and pirates and creatures of Neverland — are nothing com- 
sworn never to let them go. Suddenly Hook spots you pared to this moment. Hook, the video game. Multiple 
and in one leap is at your levels of incredible excite- 


throat. But with a quick 
spin you take flight over 
the sail and with a single 
thrust almost pin him to 


ment. Fantastic graphics. 
Available now for NES and 
GameBoy. Get Hook. 
Before Hook gets you! 


The most infamous pirate Walking the plank 


of them all 
ia Official <n 
( (Nintendo) | LICENSED FOR PLAY BY 
\ Seal of Quality yr) = ® 
wef \Nintendo / 
Hook is distributed by Sony Imagesoft Inc., 9200 Sunset Boulevard, Suite 820 Los Angeles, California 90069 ©1991 TriStar Pictures, Inc. All rights reserved. Hook™ and associated character names are trademarks of TriStar Pictures, Inc. | M A G E Ss ie) F T 
Sony Imagesoft and Imagesott are trademarks of Sony Imagesoft Inc. Nintendo, Nintendo Entertainment System, GameBoy and the Official Seals are registered trademarks of Nintendo of America Inc. ©1991 Nintendo of America Inc es 
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behind it. 

Not to misunderstand the game’s intent, 
but the Lynx is sorely in need of sports 
titles, and this is really more like a tag- 
team wrestling match than a game of skill 
and athletic ability. It’s been proven that 
the two can be successfully combined, but 
Basketbrawl is too much “brawl” and too 
little “basket.” Gang members patrol the 
sidelines and throw knives at the players; 
the players themselves can slug each other 
with baseball bats—even the referee 


The only comes Out and starts to pound your char- 
thing | did acter whenever he feels like it. It'd be fun 
not like stuff, but the imbalance really throws the 
about Turn game off course. 
and Burn is With all of these sore spots, Basket- 
that some brawl comes across as nothing more than 
of the en- a poorly executed Arch Rivals knockoff, 
emy fight- but without the sense of humor that made 
ers have the latter so enjoyable. Even when the 


incredibly advanced flying skills, even in 


game tries to liven things up by throwing 


the earliest stages. But most Game Boy _Absolute’s Turn and Burn is blurbs like “YOW!” or “HE’S HURTIN’!” 
owners will welcome the challenge; this is ©" Of the first games of its kind yp on the screen, it still falls flat. 
a hot contest that guarantees a lot of play- *® Some out for the Game Boy. Atari Entertainment 
ing time for your gaming dollar. 500 Watersedge Drive, Suite 310 
Absolute Entertainment Inc. Lombard, IL 60148 
251 Rock Road (708) 629-6500 
FO. Box 116 
Glen Rock, NJ 07452 
(201) 652-1227 Though we've been inundated with 
Game Boy software in the past month, 
we're still trying to make sure we cover all 
Basketbraw] the bases in the portable-gaming world. 
ATARI That means more Lynx and Game Gear 
For the Atari Lynx ($34.99) action next issue—in addition to the gen- 
erous Game Boy coverage you’ve come to 
sounpmusic 1 2[—]45 6789 10 expect from these pages. Give your eyes a 
eT Atari’s Basketbraw/ for the rest now; we'll see you next month. 
. Lynx is more of a tag-team Reader feedback to this column is 
wrestling match than a game of always appreciated. Send your comments 


ra Sunn ai 


Pravapiity 12 3f]}s 6789 10 


OVERALL 12 3—J5 6789 10 


Like Arch Rivals, Basketbrawl for the 
Lynx combines full-court, two-on-two 
roundball with fisticuffs and flying limbs. 
In a one-player or ComLynx game, you'll 
control a player chosen from a motley 
crew of gangbangers whose fighting skills 
need to be as well developed as their abil- 
ity to shoot hoops. 

As you can tell by looking at the above 
number ratings, Basketbrawil is pretty 
weak—it’s one of the least enjoy- 
able Lynx titles to date. The char- 
acters are stiff, blocky and devoid 
of personality, and the animation 
is strictly third-rate. Heck, the ball 
doesn't even move or bounce in a 
realistic fashion. The soundtrack 
is deader than a doornail—with 
the possible exception of the title | | 
theme, a pounding tune that |. 
deserved a much better game | 
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athletic ability. 


and suggestions to: VIDEOGAMES & Com- 


PUTER ENTERTAINMENT, Attn: Gam- 
ing on the Go, 9171 Wilshire 
Blvd., Suite 300, Beverly Hills, 
CA 90210. Computer owners 
with access to the DELPHI infor- 
mation service can also contact 
me via electronic mail sent to 
username VGCHRIS; or stop by 
the “World of Video Games” 
special interest group and drop 
me a note in the open forum. & 
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ans of action comic books 
have two desires that all but 
the most haughty will admit to: 
seeing their favorite characters actually move and be- 
coming a superhero. While the former has been pos- 
sible for over 50 years with animation, anyone at- 
tempting the latter would be thwarted by the laws of science and 
finance, as well as the lack of super-villains. But software firms are 
now developing games that can simulate superpowers and stories on- 
screen, and their faithfulness to the original comic can often make or 
ruin the resulting game. 

lt was only fitting that Atari chose Superman, created in 1938 by 
Jerry Siegel and Joe Schuster, for the first comic to video game trans- 
lation. In the 2600 game, the Man of Steel had to put Lex Luther's 
gang in jail while searching for the pieces of the destroyed Metropolis 
bridge. Opposing him were kryptonite satellites that would sap his 
strength and ability to fly. With a strategy that would never appear in 
today’s more politically correct games, only a kiss from Lois Lane 
could cure him—when he could find her, for she often wandered from 
“her place” at the Daily Planet. Using flashes of adjacent 
screens to simulate X-ray vision and simulated metro 
system to speed travel, Superman exemplified the 
innovative programming that kept the 2600 com- 
petitive against its more technologically advanced 
competition. 

Bob Kane created Batman for DC Comics one year 
after Superman's arrival to comics, but it wasn't until 50 
years later that Tim Burton and Sam Hamm's 1989 movie 
helped the Dark Knight reach his all-time high- 
est popularity. Besides generating $251 million 
at the box office, two soundtrack albums and 
thousands of T-shirt sales (ironically, many of 
them featuring, not the superhero, but his 
nemesis, the Joker), the film also launched 
Sunsoft’s Batman video games. 

The first game, Batman, was officially based 
on the motion picture, in spite of its use of 
long-forgotten villains such as Killer Moth, 


Sunsoft’s 
Batman for the 
NES and 
Genesis is 
based on the 
1989 motion 
picture that 
starred Michael 
Keaton. 
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while the sequel, Batman: The Return of the 

Joker, was based on the best-written and 

drawn of DC Comics’ Batman books, Legends 
of the Dark Knight. Because many of the storyboards and graphics for 
the first game were taken directly from the movie, Sunsoft had little 
problem getting DC’s licensing department to approve Batman. But, 
with the game’s sequel, Sunsoft served as a relay station between the 
programmers in Japan and DC, who demanded that Batman's cape be 
shortened and that all weapons sound like tranquilizer guns; and, while 
game designers could utilize both comic and movie situations, the 
1960s Batman television show was strictly off-limits. DC, like Warner 
Bros., its parent company and the movie's producer, feels that today’s 
fans despise the pun-laden series, so it wouldn't even allow a bonus 
level in Batman: Return of the Joker that would feature the show's 
bizarre camera angles and coloring. 

For comics fans, choosing between two Batman games Is a tossup. 
Batman is ironically much closer to the comic, with its use of fists and 
“battarang” as primary weapons, and the wall jump—a clinging tech- 
nique that always looked too odd to make sense in the comic books 
but works wonderfully in the game. Batman: Return of the 
Jokers stunning graphics contain an impressive skyline 
rarely surpassed by the books, cartoons or movies. 

It’s also more dependent on gunlike weapons than 
" hand-to-hand combat. 
Although critically acclaimed, Dave Stevens’ 
comic book The Rocketeer was mostly unknown until 
the 1990 movie, and here varying degrees of faithfulness 
have spawned vastly different games. On the NES (from 
Bandai), the hero runs, jumps, flies 
and gathers fuel, medicine and ammu- 
nition for his arsenal: guns, grenades 
and even a bazooka. Although it’s an 
enjoyable game, much of the book’s 
appeal was that the hero lacked the 
rampant firepower seen in most ac- 
tion comics. 

By contrast, in the PC version, 
getting approval from Disney Studios 
and Stevens to have the player use a 
gun was highly difficult—even 
though it is used in one of the five 
chapters composing the game. The 
chapters parallel, but do not dupli- 
cate, the movie's story line. To keep 
the PC game consistent with the 
movie and comic, members of Jim 
Simmons’ design team, aS well as 
Dave Stevens, were on the film’s set. 
And, while both games feature comic 
illustrations in between stages, those 
on the computer version were drawn 
by award-winning Australian car- 
toonist John Dickson, a favorite of 
Stevens. In addition, by her request, 
the character Betty in the movie and 
computer game did not resemble 
model Betty Page, who was the 
comic’s inspiration. For Super Nin- 
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Dick Tracy 
contains 
interludes 
that keep 


it above 
other 
shooters. 


tendo Entertainment System fans, the IGS version parallels the PC 
version. 

For those who prefer nonstop action, storytelling interludes are an- 
noying at best, but they do enhance the gaming experience for comics 
fans; and, in Dick Tracy (Sega for the Genesis), interludes keep the 
game above the lower echelons of the jump-punch-shoot glut of 
games. Created by Chester Gould in 1931 and revitalized by Warren 
Beatty's 1990 film, the comic-book Tracy spent far more time investi- 
gating than fighting, and this is adapted in game time spent at the po- 
lice station. While having to learn the “address” to the next action 
screen requires little deduction, it at least provides the illusion of gen- 
uine detective work. Unfortunately, the game, like the 
movie, made the violence more rampant than graphic, 
and omitted the best villains, such as the mind-con- 
trolling Evil Influence and the appropriately named 
Mrs. Pruneface. 

Before the cartoons, toys, movies and pajamas, the 
Teenage Mutant Ninja Turtles starred in a black-and- 
white comic book by Peter Laird and Kevin Eastman. 
Aimed at an older audience than their current one, the 
turtles were originally a parody of Marvel’s Daredevil, 
with the humor being dry as well as silly. While Kon- 
ami’s first Turtles game (IBM PC and NES) at least included the bizarre 
creatures and a healthy dose of advice from Master Splinter, the ar- 
cade game and its NES adaptation are pretty, but a waste of time for 
comics fans. Teenage Mutant Ninja Turtles: Manhattan Missions, the 
most enjoyable and graphically impressive of their releases. allows 
players to take combat lessons or rest in between missions, but still 
does not let them actively take part in the story line. While it might be 
somewhat futile to try to capture Raphael’s savagery or Donatello’s 
somber personality, the attributes are mostly meaningless, and it is 
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the weapons that differentiate between the turtles. Still, it’s a far better 
direction than shown in the arcade game. 

With the exception of the Incredible Hulk, most Marvel characters 
have had little exposure on TV or film. In fact, the recently completed 
Punisher and Captain America movies were not even released in Ameri- 
can movie theaters. Nevertheless, Marvel's comics outsell all of its 
competition combined. 
Following a brief venture 
with Scott Adams’ games, 
where Marvel produced 
poor-selling, comic-book 
adaptations of the il- 
lustrated adventures, Mar- 
vel was absent from com- 
puter games for several 
years. Finally, Paragon 
software began designing 
computer games, starting 
with two of Marvel’s oldest 
characters: Spider-Man, who was created in the early 60s, and the 
World War || comic-book hero, Captain America. Paragon had Marvel 
editors working with it on every stage of development, and Marvel even 
contributed an original-page, color-comic to some of Paragon’s early 
products. Spider-Man is a rather dull arcade game, while Dr. Doom’s 
Revenge: Spider-Man and Captain America is a series of battles sepa- 
rated by comic-book-style story screens that break up the action, but 
dont make it any more interesting. 

A surprise gem among computer adaptations of Marvel comics is 
The Punisher (Paragon). Complete with a full arsenal of hand 
weapons, a battle van and enough strategy to keep it from becoming 
completely brainless, The Punisher plays like the rare good issue of 
the comic. Marvel contributed black-and-white comic reprints for the 
rule book, but mistakenly credited Carl Potts as the Punishers creator, 
when it was, in fact, Gerry Conway. Those who like nonstop skeet 
shooting with an M-16 will prefer LUN’s NES game, which features a 
body count even greater than Bandai’s Rocketeer. 

Unlike Captain America and Spider-Man, the Punisher is a relatively 
recent creation, as are most members of Marvel's best-selling super- 
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TMNT Ul: 
The 


Manhattan 
Project, by 
Konami, 
for the 
NES. 
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SEGA SPORTS GAME, 

AND WE'LL SEND YOU 
A BUNCH OF 

SWEATY JOCKS. 


Our “Championship Moments” video delivers Anything from Joe Montana II Sports Talk Foot- 
some of the biggest names and most exciting ball™ to Clutch Hitter,” to our new David Robinson's 
moments in Football, Basketball, Baseball and Auto Supreme Court” 

Racing. Were talkin’ a serious collection of non-stop Just follow the instructions » @s ge NEsIS 
stuffs, sacks, strikes, shots and skids. on the coupon below. : 

And its all yours with any Sega brand sports Then we'll see to it you wind GAME GEAR 
game from the Genesis™ or Game Gear™ line-up. up with jocks all over your TV. 


GET SEGA'S SPORTS VIDEOTAPE, PLUS A POSTER OF JOE MONTANA. 


© 1992 Sega of America, Inc. PO. Box 5188, Redwood City, CA 94063. All rights reserved. Product not sponsored or endorsed by the NFL. 
ee i ee | lL, 


3 Mail in this coupon, the Sega™ Genesis™ or Game Gear™ sports title proof of purchase (UPC symbol) and store cash J 
: register receipt dated between Feb. 15, 1992 and June 30, 1992 with a check or money order for $3.95 to cover shipping i 
‘ and handling. Make check/money order out to: SEGA SPORTS VIDEOTAPE OFFER, and mail before July 15, 1992 to: , 
1 SEGA SPORTS VIDEO SPECIAL, P.O. Box 4138, Blair, NE 68009 ; 
i canneries wagin GENESIS GAMES : 
OT __ | SPORTS TALK FOOTBALL DAVID ROBINSON'S SUPREME COURT 
i NAME (PLEASE PRINT) PHONE SPORTS TALK BASEBALL JOE MONTANA FOOTBALL 5 
j PAT RILEY BASKETBALL SUPER MONACO Gp 4 
—_— SS ARNOLD PALMER GOLF 
ADDRESS, STREET SUPER VOLLEYBALL BUSTER DOUGLAS BOXING 
i TOMMY LASORDA BASEBALL WORLD CHAMPIONSHIP SOCCER & 
: CITY STATE ZIP ELIGIBLE GAME GEAR GAMES a 
JOE MONTANA FOOTBALL CLUTCH HITTER 
4 fa ee RE: a eee La Ee LEADERBOARD GOLF } 
PRIMARY USER AGE MALE FEMALE PUTT & PUTTER ' 
i Promotion through June 30, 1992 or while supplies last. Game titles are trademarks of SEGA or its licensees. See individual boxes for details. Please allow 6-8 weeks for delivery. j 
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playability. In their final jump- 
and-punch game, that power 
would have been a useless 
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Spider-Man 
for the 
Genesis 
proved to be 
a more 
entertaining 
game than 
Paragon’s 
IBM PC 
version. 


team, the X-Men. Composed solely of mutants who were born with 
their Superpowers, each member has a different ability. Whether de- 
signing for computer or the NES, programmers have tried to represent 
the mix of powers and the advantage of teamwork—with mostly lim- 
ited success. Sometimes the action focuses on one instantly replace- 
able character, as in Paragon’s X-Men: Madness in Murderworld (for 
the IBM PC), or will allow for a second character controlled by the 
computer or another human, as in LUN/Acclaim’s X-Men (for the NES). 
Conceding that differences between characters may be too subtle to 
program into simulated combat, X-Men: The Fall of the Mutants 
(Paragon) tries a different and more successful approach. The game, 
based on actual issues of The Uncanny X-Men (issues 225-227), al- 
lows players to form their five-member teams from a list of 15 X-Men 
(including characters not even appearing in those comics) and see 
how they would do against The Adversary. Using this approach in its 
upcoming Super NES games, LUN plans to pit the X-Men and Spider- 
Man against each other’s foes, matchups that rarely occur in the 
comic books. 

Wolverine is Marvel’s most pop- 
ular mutant, and Wolverine (LJN for 
the NES) demonstrates how omit- 
ting some of a character’s super- 
powers can actually enhance the 
game: In addition to razor-sharp 
Claws, indestructible bones and a 
rapidly healing body, Wolverine also 
possesses an acute sense of smell. 
According to Paul Samulski, LUN’s 
vice-president of creation and prod- 
uct development, programmers 
considered an on-screen flag to 
show when foes were downwind, 
but abandoned it in the interest of 
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distraction. 

Especially with a team like 
the X-Men, whose characters 
are frequently killed and 
whose villains—particularly 
their arch-foe Magneto—tend 
to reform their ways and then 
return to crime, it is critical 
for the game design team to 
have a good working relation- 
ship with the comic publisher. Marvel’s licensing department commu- 
nicates daily with LUN to keep it informed of upcoming changes, as 
well as to veto or delay plans for characters who, worse than dying a 
violent death, might be having their books canceled due to poor sales. 
Marvel licensor Irene Ackerman believes that this relationship is one of 
the major strengths of the adaptations, as demonstrated by Wolver- 
ine’s inclusion of Jubilee, a recently created pyrotechnic mutant. The 
licensing department also seems to work closely with the editorial de- 
partment in the interest of maintaining good relations with potential |i- 
censees and advertisers. In a recent issue of the Fantastic Four (Mar- 
vel’s first super-team), characters mentioned both “Super Nintendo” 
and “Super Genesis.” 

Similarly, LUN’s Samulski is committed to work only with Marvel 
characters, believing that the Marvel and Nintendo audiences are much 
the same. So far, sales are proving him correct. 

However, Arcadia’s adaptation of Marvel’s Silver Surfer demon- 
Strates the fact that, with licensors and programmers paying such 
careful atten- 
tion to cos- 
tume design 
and placement 
of villains on 
the Story- 
board, funda- 
mental flaws 
in the game’s 
presentation 
of the charac- 
ter can go un- 
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LJN’s The Punisher for the 
NES is based on Marvel's 
comic-book hero. 
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Dave 
Stevens’ 
The 
Rocketeer 
has 
managed 
to show 
up on the 
NES, 
Super 
NES and 


nd 2 2a 


noticed. To co- 
creator Sian 
Lee, the Surfer’s 
almost religious 
cosmic power 
makes him vul- 
nerable only to 
the very basic 
forces of the 
universe. But, 
instead of screen-sized visual effects and a silver-skinned juggernaut, 
Arcadia delivered a little guy who is knocked off his surfboard upon 
contact with anything. And with multiple lives (as opposed to energy 
levels) and an extreme level of difficulty before passwords, the anima- 
tion becomes choppy and no atmosphere can develop. Still, at least it 
wasn't jump-and-punch. 


Arcadia’s 
Silver 
Surfer for 
the NES 
paid very 
careful 
attention 
to the 
comic’s 
minutiae. 
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No plans exist for adapting the Fantastic Four, but Marvel’s largest 
Super-team is now represented in Data East’s recently released Cap- 
tain America and the Avengers (for the NES). Adapted from a similar 
arcade game of the same name, the translation of Captain America in 
particular is perhaps the best of any comic-book character so far. 
Managing to duplicate all of his shield-slinging tricks without making 
play overly complicated, the main game has Captain America and 
Hawkeye searching for Iron Man and Vision, who have been captured 
by the Red Skull and his allies. Instead of a side-by-side, two-player 
mode, Captain America has players pick a hero and a villain for an all- 
out slugfest in front of the Manhattan skyline. 

50, with companies becoming more adept at translating comic- 
book characters to electronic media, and proven heroes like the Pun- 
isher, Spider-Man and the Turtles, as well as Japanese comic books 
like Fist of North Star starting to appear on the Super NES and various 
portable systems, superheroes have established their place in the 
gaming hierarchy along with swordsmen, sorcerers, spaceships and 
short Italian plumbers. But, for anyone still not satisfied with preexist- 
ing superheroes, Konami will soon release Champions, which is based 
on Steve Peterson’s role-playing game. Champions promises to be 
flashy and violent, as well as story driven, a great boon to those who 
remember that, besides quality artwork, a good comic book has plot 
and dialogue as well. 


Data East’s 
Captain 
America and 
the 
Avengers 
for the NES 
is perhaps 
the best 
adaptation 
of a comic- 
book 
character so 
far. 
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Light Boy is Bound to 
Attract Attention 


~ GAME KEEPER 


The campfire has died and the marshmellows have been roasted. Now, thanks to 

Light Boy, the fun really starts! All my Game Boy equipment is safely 
stored in the Light Boy GAME KEEPER, which is great for 
on-the-go gamers, like me. 


Replaceable Lights 


15 
Magnification 


magnify the LCD screen 1-1/2 times, but it also comes with 
batteries! And unlike other accessories, Light Boy has 
: \ replaceable lights, so the fun goes on forever! It’s no 


wonder Light Boy is bound to attract attention. 
Batteries Included 


i The Vic Tokai Light Boy is too cool. Not only does it 


* Official 
Lioensed by 
Nintendo® and Game Boy® are registered trademarks of Nintendo of America, Inc. 


Light Boy™ is a trademark of Nintendo of America licensed exclusively to Vic Tokai Inc. Nintendo Seal of Quality 
Vic Tokai Inc., 22904 Lockness Ave., Torrance, CA 90501. nee 
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his year’s American Coin 

Machine Exposition (ACME), 

held in San Antonio, Texas, saw 
the introduction of a few new titles, 
Capcom's Street Fighter || Champion 
Edition and Williams’ Total Carnage, 
as well as the reemergence of several 
titles that had been shown at earlier 
shows, Jalecos 68.0.7.S.S. and 
Namco’'s Driver's Eyes. But this year’s 
show in San Antonio, home to the 
Alamo, certainly didn’t disappoint any- 
one who attended. Here’s a rundown 
of the game companies that had 
booths at the show and what they had 
to offer. 


American Laser 
Games 


Gallagher's Gallery—Featuring the 
world famous comedian, this game 
has you shoot all the food Gallagher 
hates, like school lunches. If you miss, 
you can expect to get chewed out by 
Gallagher. 


Space Pirates—In this gun game, 


you must save a group of space 


colonists from—yep, you guessed 
it—space pirates 
some of the characters from Mad Dog 


. You'll recognize 


ACME 


SHOVW 


BY 


DONN NAUERT 


American Sammy 


Viewpoint—This is the first third- 
party licensed game for the NeoGeo. 
It's a good shooter with a Zaxxon per- 
spective. Includes such gadgets as hav- 
ing to shoot turn-wheels to open gates. 


Atari 


Guardians of the Hood—Three of 
the toughest gangs in the world have 
taken over your neighborhood. Now 
it's time for you to take it back. This 
three-player-simultaneous game will let 
you choose from four characters and 
three gang bosses, for seven in all. Fea- 
tures head-to-head and side-scrolling 
action, with five buttons to do various 
offensive and defensive moves. 


| 
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are four pitches (rising fastball, sinker, 
screwball and knuckleball) to choose 
from, and each player has his own bat- 
ting and fielding abilities. 


Capcom 


Knights of the Round—You're on a 
special quest in this three-player-simul- 
taneous, medieval, hack-’n-slash game. 


Capcom’s Knights of the 
Round. 


Street Fighter || Champion Edt- 
tion—This new version of Street 
Fighter I] features four new characters 
along with the eight original characters 
and a “Same Character vs. Same Char- 
acter” mode. Players now have 50 new 
two-player matchups for a total of 78, 
and 46 new fighting strategies. 


Co 
Hook—Based on the movie, this 
pinball game features a ten-million- 
point bonus shot and the first 360- 
degree ramp shot, the Wind Coaster. 


Data East's Hook is based on 
the motion picture. 


Nitroball—Fight 
your way through 
pinball playfieldlike 
stages, attacking ene- 
mies and drop tar- 
gets with three-way 
blaster guns, missile 
launchers and rail 
blasters. 


Rohga—In_ this 
futuristic war-battle | 
game, you can con- 
struct your giant 
robot from various 
heads, torsos and 
legs (for a total of 64 
different types) to 


Left: MicroProse’s B.O.T.S.S. will be distributed by 


battle the villainous Jaleco. Right (top and bottom): Jaleco’s Grand Prix Star. 


Lagnalok and his evil 
forces. 


Wizard Fire—\|n this one- or two- 
player game, you can select from four 
characters to play as you battle enemy 
armies. Using magic spells, each char- 
acter can change into other objects, 
such as a pillar of fire, an angel and a 


living rock. 
Fabtek 


SESS EES, 
Legionnaire—Select from three 

players in this one- or two-player- 

simultaneous beat-’em-up. 


Legionnaire, by Fabtek. 


Undercover Cops—Dr. Clayborn 
and his henchmen have taken over 
New York City. Commissioner Gordon 
has only one hope: the Undercover 
Cops. Select from three characters in 
this two- to three-player-simultaneous 
pound-’em game. 
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Jaleco 


B.0O.T.S.S.—B.0O.T.S.S. (Battle of 
the Solar System) is a full-color ver- 
sion of the game Battlezone, created 
by MicroProse. This time, as the title 
indicates, you're battling enemy 
forces for control of the solar system. 

Grand Prix Star—Up to four players, 
via computer linkup, compete on three 
different Formula One Grand Prix racing 
tracks. Eight computer-controlled cars, 
as well as night driving and weather 
conditions, add to the challenge. 


64th Street: A Detective Story—A 
rich man’s daughter has been kid- 
napped by a vicious gang, and only the 
two detectives, Rick and Allen, can save 
her. Choose between the two characters 
and battle the gang through six stages 
to rescue the man’s daughter. There are 
five different moves and various special 
items you can use in the game. 


64th Street: A Detective Story, by 
Jaleco. 


Kaneko 


In addition to B. Rap Boys, Kaneko 
featured the new game Blazeon at 
its booth. 
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B. Rap Boys, by Kaneko. 


Blazeon—An imperial Earth uses a 
specialized Bio-Cybo army to control 
the human race. A certain group, seek- 
ing freedom, develops two new 
weapons. The first one is a missile- 
type weapon that can freeze the 
enemy, while the second weapon 
allows you to take possession and 
control of the enemy. 


G.I. Joe—Konami brings the Marvel 
Comics superhero to the arcades. This 
one features the usual cast of heroes, 
such as G.I. Joe and Snake Eyes. 


Teenage Mutant Ninja Turtles: Tur- 
tles in Time—After Krang and Shred- 
- der steal the Statue of Liberty, Shred- 

der zaps our four heroes back in time. 
Choosing one of four characters, you 
battle from prehistoric times to the 
year 2100, then back to battle Shred- 
deri in wy Technodome. 


X-Men, by Konami. 


Mc O'River 


Aero Fighters—In this two-player- 
simultaneous, vertical shooter, you can 
chose from eight different pilots to con- 
trol through the seven stages of play. 


Aero 
Fighters, by 
Nic O’River, 
is a 
multiplayer 
shooter. 


COSMO GANG: The Video—One of 


the most recognized and played novelty 
pieces has made its way to the video- 
game side. One or two players battle 
the space creatures and try to prevent 


them from stealing the energy contain- 
ers. There are two types of stages, 


attack formation and ehaienge stages, 


Suzuka 8 Hours 
—Namco has taken 
the Suzuka track, 
from Pole Position 
and one of the 
most feared tracks 
in motorcycle rac- 
ing circles located 
in Japan, and 
added four full Hang-On-type motorcy- 
cles, which are linked together to create 
one of the largest arcade pieces ever. 


Suzuka 8 Hours, by Namco. 


Tank Force—Up to four players can 
battle it out with enemy tanks as they 
advance on your headquarters. There 
are 48 stages and eight special items 
that will challenge your strategy senses. 


Nintendo 


TERRES 

Nintendo showed various NES titles 
for the PlayChoice Ten system that 
have been seen at other shows and 
that are currently available in arcades 
everywhere. 

For the Nintendo Super System it had 
two Ocean products, The Addams Fam- 
ily and RoboCop 3, as well as ActRaiser. 


Ocean 


Ocean also showed Nintendo Super 
aysiu titles The Addams Family and 
be ae 3 at its booth. 


SNK had many of its Neo*Geo titles 
seen at previous conventions, including 
Fatal Fury, Soccer Brawl, Last Resort and 
Mutation Nation. \t also showed Ameri- 
can Sammy's Viewpoint at the booth. 


Sega 


Air Rescue—Your mission is to iden- 
tify and rescue POWs. Tactical maneu- 
vering, offense and speed play a big 
part in your success. You gain addi- 
tional fuel for each -POW rescued, 


with the game ending when you run 
out of fuel. 


Exhaust Note—This is a two-player 
Formula One racing game that features 
an on-screen course map, a full rear- 
view mirror and automatic or manual 
shifting selection. 


A ATARI 7800" 
COvECO VISION © 


ATARI A 5200" 


Arabian Fight—Select one of four 
characters as you battle the wicked 
Sheik and his followers, who have 
abducted Princess Lurana. This is a 
four-player-simultaneous game. 


Holosseum—This new hologram 
game was previewed. While still incom- 
plete, it will be a Street Fighter-style 
game using holographic figures. 


Invaders 2000—This game, also 
incomplete, is a holographic shooter. 


Strata 


(rR 
Strata continued to show titles pre- 
viously seen, including Rim Rockin’ 
Basketball, Arlington Horse Racing, 
Golden Tee Golf and Strata Bowling. 


Silent Dragon—Select from four 
characters as you battle the evil Dr. 


24 HOUR 


ORDER/INFO LINE 


(214) 218-5800 


We can accept VISA and MASTERCARD orders by phone. 
Money orders can be mailed to us for prompt processing. In 
stock games ship within 24 hours. All games are brand new, 
even though our prices resemble other's charges for used 
games. Normal UPS shipping and insurance is $1 per 
cartridge and $5 per game system. Texas residents must pay 
7.25% sales tax. A single $3 processing charge is assessed 
per order. Prices and availability subject to change. We are 
proud to be a member of the Better Business Bureau of 
Dallas, and have been serving our customers since 1986. 
COMPARE OUR SERVICE AND SELECTION! 


GAME BOY" HERE ARE JUST A FEW EXAMPLES INTELLIVISION ™ 


SEGA GENESIS TURBOGRAFX-16 GAME BOY ATARI LYNX SUPER NES 
Game System $139.95 Game System $89.95 Game System $79.95 Lynx Color System $129.95 Game System $179.95 
Cadash $49.95 CD Player $259.95 Barbie $29.95 Krazy Ace Golf $39.95 Wheel of Fortune $54.95 
Dungeons/Dragons $64.95 +Over 20 Titles at $19.95 George Foreman $29.95 Storm Over Doria $44.95 American Gladiators $64.95 
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COLECOVISION NEO-GEO SEGA GAME GEAR ATARI 7800 PERSONAL ARCADE 
Turbo Module $59.95 Gold System $549.95 Game System $129.95 Game System $39.95 Game System $49.95 
Hand Controller $19.95 Last Resort $169.95 Bart Simpson $34.95 F-14 Tomcat $19.95 Donkey Kong Jr__ $14.95 
+Over 90 Titles Available!! Mutation Nation $169.95 Outrun Europa $37.95 Rampage $14.95 Cabbage Patch Kid $19.95 

———— FOR A COMPLETE CATALOG ( TELEGAMES USA ) 
VISA SEND YOUR NAME, ADDRESS, AND MACHINE TYPE —— 


BOX 901V - LANCASTER, TEXAS 75146 


Bio through five stages and try to pre- 
vent him from taking over the world. 


Tecmo 


Saboten Bombers—While his mas- 
ter is away, the brave cactus—that’s 
you—must defend his residence from 
invading veggies. 


Williams 


(Includes Bally/Midway and Midway 
products) 

The Addams Family pinball, Super 
High Impact and Total Carnage (in its 
first public appearance) could be found 
at the Williams booth. A new pinball 
table, The Getaway: High Speed II, was 
also shown. « 


NINTENDO™ 
LYNX™ 
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Personal Arcade 
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And if you love 16-bit action, you’re not either! Join 
SmartBall in this wacky new adventure and slip, slide, slith- 
er and ooze your way into the craziest worlds you've ever 
imagined. Through hot tropics, deserts and dangerous 
urban battlezones, it’s 

you and your buddy Poo, - tee 

SmartBall against a very 2. 
mean group of nasties. 


Slip-slidin’ along 
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E’S NO DUMMY! 


On your quest to rescue the Princess Wendy, you'll take on 
everything from flaming fire birds and hopping-mad rabbits 
to cacti and sandworms. Bonk ‘em! Bop ‘em! Or dodge 
‘em! But whatever you do, keep on moving. SmartBall for 
Super NES. Eight dizzy- 
ing worlds. Awesome 
graphics. All from Sony 
Imagesoft. 


Face to face with Iron Ball 


Entertainment (Japan) Inc. ©1991 Sony Music Entertainment (Japan) Inc. Nintendo, Super Nintendo Entertainment System and the Official Seals are registered trademarks of Nintendo of America Inc. ©1991 Nintendo of America Inc. 
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SmartBall™ is distributed by Sony Imagesoft Inc,. 9200 Sunset Boulevard, Suite 820, Los Angeles, CA 90069. “SmartBall”, “Sony Imagesoft”, and “Imagesoft” are trademarks of Sony Imagesoft Inc. SmartBall™ was developed by Sony Music i M A G E S O FT 
T™ 


Bottom of the 10th, two outs, bases loaded, and the 
league’s best hitter is at the plate. Will he take your screw 
ball downtown? Or will you blow him away with your awe- 
some fast ball? Find out when you play Extra Innings, the 
amazing new baseball game for Super NES. 

Select your starting lineup based on who’s hot and who’s 
not. With Extra Innings, you call the shots and control the 
action: the spin on the 
curve ball, your batter’s 
slugging power, even 
your player’s dive for a 
shot up the middle. 

When you play Extra 
Innings, you can put 


Bases loaded, full-count 


TS A HIT! 


on a hit and run, take a long lead off first, or nail a base 
runner at the plate on a sacrifice fly. Play like the pros 
as you fight for a 12-team league pennant. And remem- 
ber, statistics are updated and available on every player. 
You even select the stadium — air dome, midsize, or 
high-walled. Every choice changes the game. 

There’s never been a baseball game like Extra Innings. 
Eight different playing 
options, including two- 
player mode and all-star 
team competition, make 
this the hit of the sea- 
son. Extra Innings. It’s a 
home run! 


Put in your ace reliever 


SON Y 


LICENSED FOR PLAY BY 


Extra Innings™ is distributed by Sony Imagesoft Inc,. 9200 Sunset Boulevard, Suite 820, Los Angeles, CA 90069. “Extra Innings”, “Sony Imagcsoft’, and “Imagesoft” are trademarks of Sony Imagesoft Inc .Extra Innings was developed by 
Sony Music Entertainment (Japan) Inc. ©1991 Sony Music Entertainment (Japan) Inc. Nintendo, Super Nintendo Entertainment System and the Official Seals are registered trademarks of Nintendo of America Inc. ©1991 Nintendo of America Inc 


CIRCLE #119 ON READER SERVICE CARD. 


Official NG 
Giintondo) 
Seal of cua J 


FA 


IMAGESOFT. 


Lill 
wait 


ASA 

Wt 
nth 

Wi 


un 
Huu 


BERT JEW 


he basketball season ran a 
little longer this year, giv- 
ing software publishers 
extra time to produce more entries in 
this traditionally strong game category. 
Computer, video game and handheld 
versions of roundball have been bounc- 
ing on and off store shelves like boxes 
of Mexican jumping beans. And, unlike 
previous years, the prime objective of 
most of the developers this time 
around seems to be originality. New 
audio and visual special effects have 
been incorporated into the latest round 
of basketball simulations, making them 
some of the most interesting new elec- 
tronic games around. 
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The busiest basketball publisher in 
1992 is certain to be Electronic Arts, 
with three new titles either already 
available or soon to be. Two of the 
games debuting are Bulls vs. Lakers and 
the NBA Playoffs (for the Genesis and 


iy 
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Super NES) and Jordan vs. Bird (for the 
Genesis), both of which are actually 
updates of earlier Electronic Arts hits. 

Bulls vs. Lakers and the NBA Playoffs 
is a new spin on last year’s computer 
hit, Lakers vs. Celtics. Designed by 
Robert Weatherby, it allows Genesis 
and SNES users to restage the 199] 
NBA Finals, and it even throws in all 
16 playoff contenders for good mea- 
sure. More than 30 new features have 
also been added to this version, includ- 
ing signature plays (from the alley-oop 
to the famed windmill finger roll), an 
improved interface and the ability to 
track stats throughout the game so as 
to modify strategy when needed. There 
are player introductions, updates on 
other playoff games in progress and in- 
stant replays of outstanding action. Fa- 
vorite features from the original game 
have not been neglected either, with 
superstars (identifiable by the numbers 
on their shirts) making their favorite 
plays, from Charles Barkley’s gorilla 
slam to David Robinson’s infamous 
windmill dunk. 
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EA’s Jordan vs. Bird. 
EA has published Bulls vs. 
Lakers for both the Super 
NES (left) and the Genesis 
(top left and above). 
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Michael Jordan anys stars in 


The other entry from Electronic Arts 
harkens back to the company’s earliest 
days. Jordan vs. Bird is basically an up- 
date of Eric Hammond’s classic Dr. J 
and Larry Bird Go One-On-One, with a 
couple of new events thrown in. Not 
only do the two superstars go head-to- 
head in half-court competition, but 
there is also a slam-dunk contest and a 
three-point shootout. Gamers can com- 
pete with up to four players in the two 
new events. The slam-dunk event sees 
players rated on a one to ten basis by 
five computerized judges, with all 
dunks modeled on actual moves cre- 
ated by Jordan and Bird, while the 
three-point contest introduces an on- 
the-court perspective to better allow 
gamers to test their long-range shoot- 
ing ability. 

The third new EA roundball simula- 
tion, aimed at the PC market, is the 
most impressive of the trio. Michael 
Jordan Flight is an incredible re-cre- 
ation of on-court action utilizing a rev- 
olutionary new technology dubbed 
“Video-Sim” that brings full-motion 
video animation to a sports game for 
the first time. This system takes gamers 
literally down onto the court, where 
they can leap, spin, shoot and generally 
dazzle the silicon spectators, thanks to 
a new system in which Jordan was 
filmed extensively. His actual move- 
ments—reverse lay-ups, slam dunks, 
etc.—were then translated to the com- 
puter screen. 

The game can be played three-on- 
three, one-on-one or in three-point 
shootout mode. 
On offense, the 
computer-con- 
trolled players 
will automatically 
move into the 
open, set picks 
and prepare to 
snatch up re- 
bounds; on de- 
fense they play 
man-to-man. 

There are also 
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— special pegtuses that automati- 


cally kick in after each game, including 
an interview with Jordan and replay 
highlights, rendered from a variety of 
perspectives and exotic angles. The 
program even boasts a video-edit lab 
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where users can put together 
highlight films. In all, 
Michael Jordan Flight is the 
most exciting new basketball 
simulation of those an- 
nounced for release in 1992. 

All three of these games are 
being published under EA’s 
new EASN (Electronic Aits 
Sports Network) umbrella. 


VILSA Joins 
USA Today 


en 


Cee 


The ay sthet Basketball: programs 
announced for computers come from 
the MicroLeague Sports Association 
(MLSA), creators of animated stat-re- 
play games for nearly a decade. MLSA 
has three products on the way for 


1992 


ARAN un 0 annual 
Originally released as Magic Johnson 
Basketball, Virgin has retitled the game 
Magic MVP Johnson. 


ARE 


|BASKETBALL GAMEOGRAPH Y=: 


5 with all of our gameogra- 
| hies, games that have been 
included in previous editions (see 


ff VG&CE, December 1990) are simply 


listed. Only new entries are actually 
_ described. We also welcome any and 
all additions. 


VIDEO GAMES ~ 
Basketball (Atari for the Atari 2600) 
Basketball (Magnavox for the 
Odyssey?) 


- livision) 


Great Basketball (Sega for the SMS) 


Double Dribble Konami for the 

NS... 

Hoops Ualeco for ‘he NES) 

All-Pro Basketball (Vic Tokai for the 
__ NES) | 

Magic Johnson's Fast Break (Trade- 
_ west for the NES) 

Pat Riley Basketball (Sega for the 
- SMS and Genesis) 

Jordan vs. Bird: One-On-One (Mil- 

~ ton Bradley for the NES) 

Ultimate Basketball (American 

_ Sammy for the NES) — 
Arch Rivals (Acclaim for the NES) 

_ Harlem Globetrotters (Gametek for 

the NES) 

_ Lakers vs. Celtics (Electronic Arts for 

the SMS and Genesis) 

|| Takin’ It to the Hoop (NEC for the 

~ TurboGrafx-16) 


: ft Bill Laimbeer's Combat Basketball 
|} (Hudson Soft for the SNES) Basket- 
_ ball in the 21st century, where 


there are no personal fouls, and, al- 
_ though people can hear you 
"scream, no one will care. 
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NBA Basketball (Matte! for the Intel- 


David Robinson‘s Supreme Court! 
(Sega for the Genesis) Hot new an- 
gled, top/down basketball game 
has some of the best sounds and 
graphics of any electronic basketball 
simulation. 

Jordan vs. Bird (Electronic Arts for 
the Genesis) New version of the old 
Dr. J & Larry Bird Go One-On-One, 
with slam-dunk contest and three- 
point shootout. 

Bulls vs. Lakers and the NBA Play- 
offs (Electronic Arts for the Genesis 
and SNES) Update of EA’s classic 
Lakers vs. Celtics with full 16-team 
playoff tree. 

NBA Super All-Star Challenge (JN 
for the SNES) One-on-one action 
with 27 actual NBA players, includ- 
ing Chris Mullin, Patrick Ewing and 
Dominique Wilkins. 

NCAA Basketball (Hal America for 
the SNES) Presents the game action 

with a wild, spinning, 3-D effect 
that makes use of the Super NES’s 
scaling and rotation capabilities. 
The game uses actual collegiate 
teams and stats, and it adheres to 
NCAA rules. 

Magic Johnson's Super Slam Dunk 
(Virgin for the SNES) Currently 
under development by Park Place, 
the developers of several smash 
Sports titles for the Sega Genesis. 
This game was not available for pre- 
view at press time. 


COMPUTER GAMES 
Basketball (Atari for the Atari 
400/800) 
One-On-One (Electronic Arts for the 
Atari 400/800 and C-64) 


GBA Basketball: Two-On-Two 
(Gamestar for various home com- 
puters) 

Fast Break (Accolade for various 
home computers) 

Final Four (Lance Haffner Games for 
various home computers) 

NBA (Avalon Hill for various home 
computers) 

Pure-Stat College Basketball (Soft- 
ware Simulations for various home 
computers) 

Jordan vs. Bird: One-On-One (Elec- 
tronic Arts for various home comput- 
ers) 

Magic Johnson Basketball (Virgin 
for various home computers) This 
game is no longer available. How- 
ever, Omni-Play Basketball by Ed 
Ringler (originally published by 
Br@derbund) was purchased by Vir- 
gin and has been retitled Magic 
MVP Johnson. 

Lakers vs. Celtics (Electronic Arts for 
the IBM PC) 

TV Sports: Basketball (Cinemaware 
for various home computers) 

Dream Team: 3-On-3 Challenge 
(Data East for the IBM PC) 

Double Dribble (Konami for various 
home computers) 

Michael Jordan Flight (Electronic 
Arts for the IBM PC) Incredible new 
video technology is employed in cre- 
ating the most visually stunning bas- 
ketball simulation ever seen on a 
home computer. Even allows users 
into a video-editing lab, where they 
can create their own highlight films! 

Ultimate Basketball (Context Sys- 
tems for CDTV) No information was 
available at press time. 
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MicroLeague Basketball (USA 
Today Edition) (MLSA for the 
Amiga, IBM PC and Macintosh) 
New, fully animated stat-replay 
game from the leaders in stat-re- 
plays. Works in connection with 
USA Today's telecommunications 
system to update all statistics daily. 

There are also two auxiliary disks 
for this program: Action Series 
Arcade Basketball, for joystick jock- 
eys, and a General Manager/Owner’s 
Disk that allows users to make trades 
and set up their own league. 


HANDHELDS 


David Robinson‘s Supreme Court! 
(Sega for the Game Gear) The au- 
diovisual effects are absolutely stun- 
ning in this state-of-the-art action 
game from Acme Software. 

Basketbrawl (Atari for the Lynx) A 


brutal simulation with no referees. 


Double Dribble: 5-on-5 (Konami for 
the Game Boy) New version of an 
old classic features eight teams 
with variable skill levels in shooting, 
Stealing, passing and driving to the 
basketball net. 

Jordan vs Bird: One-On-One (Elec 
tronic Arts for the Game Boy) Pretty 
similar to the other EA One-On-One 


games, with a three-point shootout # 
and a slam-dunk contest thrown in. - | 
NBA All-Star Challenge (UN forthe § ss 


Game Gear) Based on the Super 
NES game with real NBA players. 
NBA All-Star Challenge 2 (JN for 
the Game Gear) A sequel to the 
above game, this baby features 27 


NBA stars, a three-point shootout 


and a slam-dunk competition. x 


st 


of live action for the mea 
nastiest hand-to-hand combat! 


{ 
— ‘ake 
wut 


Maldonad| 
Gr°26"* | 
Bats 6th 


Super graphics 
AlL26 Pro Team” 
990 Stats! Saat 


BN! oe PT 


Buy your TENGEN games at Joys"R’Us, — 
Kay-Bee Toys, Target, Babbage’s, Electronics 

Boutique, Software Etc. and other fine retailers. 
Or call 1-800-2-TENGEN to order. 


675 Sycamore Drive, Milpitas, CA 95035 
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_for the Amiga, C 

_and IBM PC computers, while Arcade 

Basketball is ow) scheduled for release 
on the IBM PC. 


home computers: MicroLeague Basket- 
ball III (USA Today Edition), Action Se- 
ries Arcade Basketball and the General 
Manager/Owner’s Disk for the USA 
Today Edition. The USA Today Edition 
and GM/O Disk add-on will be available 
C-64/128, Macintosh 


MicroLeague Basketball III] (USA 


Today Edition) offers animated VGA 


graphics; pop-up windows to zoom in 


on individual players; strategy selection 
(full-court press, double team and fast 
break); stadium and crowd noises: mul- 
tiple, simultaneous game play; modem 
play; computerized coach override to 
finish a game automatically; stamina 
and injury factors; league leaders; com- 
plete box scores; and the statistics can 
be interlaced with USA Ct 


Paps. oe ick to run their own. 


ee with trading, etc., will want to 


pick up the General Manager/Owner’s 
Disk, which works as an auxiliary 


product to the USA Today Edition. 
Gamers who prefer a more action- 
oriented basketball game to the statisti- 
cal replay format will be happy to learn 
that MLSA has finally broken with tra- 
dition and produced Action Series Ar- 
cade Basketball as another auxiliary 


disk. to the USA Today Edition. This 


_joystick-driven contest offers many of 
the features from the original (pop-up 


windows, USA Today’s piped-in stats, 
etc.), but gives players direct control 


over selected on-court players. 
Actually, another computer basket- 


: ball game, albeit in CD-ROM format, 


_ Hudson Soft’s Bill 
_ Laimbeer’s 
_ Combat | 
Basketball. 
. Far center and 
bottom right: of 
_ Magic Johnson’s 


~ by Virgin. 


Was announced at the Winter CES: 


Context Systems’ Ultimate Basketball 


Far top right: 


Sees esis 


Super Slam Dunk, _ 


Right: LJN’s NBA 
Super All-Star 
Challenge. 


ht Ae 
Ieee ee 
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Dunk (Virgin). 


for the CDTV. Unfortunately, aside 
from the developer and system, the 
only other information available at 
press time was a suggested retail price 
of $49.95. 


iltleas 
Video-Game 
Feepeqinediaals uy 


The 16-bit video-game systems from 
Sega and Nintendo have been crying 
out for basketball action. Fans who 
were somewhat disappointed by Sega’s 
Pat Riley Basketball on the Genesis, for 
example, have a real treat in store. Sega 
went to Bob Jacobs’ Acme Software for 
its latest roundball entry and came up 
with David Robinson’s Supreme Court!, a 
game that looks and sounds so close to 
the real thing you'll swear you can 


smell the popcorn. From the squeak of 


sneakers on a parquet floor to the 
swish of the ball as it drops through the 
twine, this program is a delight for the 
ears as well as the eyes. 

Visually, the action is presented 
from a slightly tilted, angled, top/down 
perspective. The point-of-view shifts as 
the action moves up and down the 
court, but without the confusion this 


type of interface usually presents. Mov- 


ing the team via the Genesis con- jj 
troller is extremely intuitive, and a 
most players will find themselves | 
mastering a variety of shots and © 
strategies. : 

Four basketball titles have been 
announced for Nintendo’s SNES 7 
meanwhile: NBA Super All-Star — 
Challenge (LJN), Bill Laimbeer’s & 
Combat Basketball (Hudson Soft), 
NCAA Basketball (Hal America) 
and Magic Johnson’s Super Slam 


PALANAN 


NBA Super All-Star Challenge offers 
five play modes and a slam-dunk com- 
petition featuring 27 NBA All-Stars, in- 
cluding Chris Mullin, Dominique 
Wilkins and Patrick Ewing, with sound 
and graphics that take excellent advan- 
tage of the SNES’s technological extras. 

Bill Laimbeer’s Combat Basketball is a 
wild, futuristic basketball variant in 
which players come to the court in full. 
combat gear. A two-player contest, the. 
Super League Mode, allows up to eight 
on-court players to compete simultane- 
ously, while a battery backup allows 
gamers to save league action. And re- 
member, in the 21st century there are 
no personal fouls. 

Hal America’s NCAA Basketball, sim- 
ilar in its play perspective to EA's 


Michael Jordan Flight, presents the 


se = eat 
ois Hy omc NTH melt 
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game action with a wild, spinning 3-D 
effect using the SNES’s scaling and ro- 
tation capabilities. NCAA is guaranteed 
to provide players with hours of un- 
yielding action. 

Virgin’s entry, Magic Johnson's Super 
Slam Dunk, is promising indeed, as it is 
being developed by Park Place, the 
group that brought such classics as 
John Madden Football (Electronic Arts) 
and NHL Hockey (Electronic Arts) to 
the Genesis. This is Park Place’s chance 
to show that it can create blockbuster 
sports games on the SNES as well as 
the Genesis. 


B-Ball im 
Your eneeenete 


The dendheld game market contin- 
ues to grow, with the success of Sega’s 
Game Gear adding yet another system 
for software publishers to cater to. In 
fact, a Game Gear ver- 
sion of David Rob- = 
inson’s Supreme Court! "188 
is on the way this ae 
summer from Sega. 

Atari, meanwhile, 
will be bringing Bas- 
ketbrawl, a basketball 
simulation played 


without the benefit of — 


Ace 


LJN’s NBA 
All-Star 
Challenge (far 
right top and 
bottom) and 
NBA All-Star | 
Challenge 2 : we 
(top and petty 
right) forthe | | 
Game Boy. 
Atari's 
Basketbrawl 
for the Lynx 
(below). _ 


ee 


officials or referees, to its Lynx system, 
and Konami is offering a new Game Boy 
version of its venerable classic, Double 
Dribble: 5-on-5. In the Konami game, 
players choose between eight teams 
with variable skill levels in shooting, 
stealing, passing and driving to the net. 

Electronic Arts will also be produc- 
ing a Game Boy version of Jordan vs 
Bird: One-On-One, which includes a 
three-point shootout and a slam-dunk 
contest. 

LJN, meanwhile, has not one but two 
Game Boy basketball contests. NBA AIl- 
Star Challenge is based on the SNES 
game. The presentation includes a half- 
court perspective and a first-person 
view for foul shooting. NBA All-Star 
Challenge 2, meanwhile, is the sequel to 
that game. It features 27 NBA stars, a 
three-point shootout, a side view for 
foul shots and a slam-dunk competition. 

Now that we've covered the new ter- 
rain in electronic bas- 
ketball, from the most 
grandiose computer 
simulations to sophisti- 
cated new entries in the 
video game and hand- 
held formats, there’s 
only one thing left for 
you t) do: Lace up 
those high-tops and 
head on down to your 
nearest software store and check 
‘em out, because electronic bas- 
ketball has never had so much 
flare and sizzle! 


SASS ea 


ay 
i 
es 


: -PATR 1 cK EWI NG 


de a" 
248 


aS 


VIDEOGAMES & COMPUTER ENTERTAINMENT 


2 SUPER VALUES FROM ORIGIN™! 


ULTIMA® 
The Second 
Trilogy 
VeVe VI 
Sold Separately § 
for $189.85 SRP 
Now Only 
$79.95 


3 Games in 
One Package 


Ultima 


WRC R EE 
The Second Trilogs 


NX 


Three Games 
from the World’s Best-Selling 
Fantasy and Role-Playing Series! 


‘With each new sequel, the 
Ultima series just keeps getting 
bigger and better!” 
— Computer Game Review 
e Three games, more than 5.5 
megabytes, for long-term play 
value — you may never see it all. 
¢ Weave magical spells, watch axes 
and arrows fly, discover cities and 
towns, converse with merchants 
and mages. 


e¢ Previous Ultima® experience is 
NOT required! 


P.O. BOX 161750 © AUSTIN, TX 78716 


Wing 


Commander” 
Deluxe Edition 


Sold Separately 
for $129.85 SRP 
Now Only $79.95 


. Includes Wing 
Commander, The Secret 
cx: Missions™ and Secret 
Missions 2: Crusade 


The Action/Simulation Series 
That Defined Cinematic Gaming! 


“Wing Commander charts a course 
toward the interactive video of the 
future...” — OMNI Magazine 


e New wingmen, ships, enemy pilots 
and mission goals in The Secret 
Missions disks! 

¢ Dynamic soundtrack alters the 
tempo and mood to match the 
action! (Ad Lib®, Sound Blaster”, 
Roland® MT-32/LAPC-1 or 
100% compatible sound board 
required! 

¢ Cinematic style makes you the star 
in an interactive space epic! 

e Mission Selector lets you fly any of 
the original Wing Commander 
sorties in any order! 


Available at a software 
retailer near you or call 


1-800-999-4939 for 
MC/VISA orders. 
© Copyright 1992 ORIGIN Systems, Inc. Ultima ts a registered trademark 
of Richard Garriott. We Create Worlds is a registered trademark of 
ORIGIN Systems, Inc. Wing Commander, the distinctive ORIGIN logo 


and Secret Alissions are trademarks of ORIGIN Systems, Inc 
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lectronic gaming would be 

much poorer without the great 

games based on licensed prop- 
erties developed in other media. 
Teenage Mutant Ninja Turtles (Kon- 
ami), Spot (Virgin Games), Lord of the 
Rings (Interplay), Chuck Yeager Com- 
bat Flight Simulator (Electronic Arts) 
and Batman (Sunsoft) are among the 
recent computer and video games 
that have used a license as a spring- 
board to an outstanding play experi- 
ence. AS a sports simulation fan, | 
shudder to think about removing all 
sports titles that employ real team 
and player names. 

I've always enjoyed working on a 
licensed project as part of Subway 
Software, and our company has 
designed, fine-tuned and evaluated 
many disks and cartridges of this 
type. Still, as a game creator and as a 
player, | think there are some limita- 
tions worth pondering in games 
based on existing characters. 

A license makes a game stand out 
on the shelves. The familiarity of a 
character taken from books, movies, 
television or newspaper headlines 
provides a buying hook for con- 
sumers who seldom get the chance to 
try before they buy. 

To millions of players, electronic 
gaming is a hobby. Industry profes- 
sionals, including designers, develop- 
ers and publishers, must regard it as a 
business or risk ruination. A strong 
license is a virtual guarantee of at least 
break-even sales for a video game, so 
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THE 
LIMITATIONS OF 
LICENSING 


BY 


ARNIE KATZ 


Writer, editor, lecturer and game 
designer Arnie Katz knows the field 
from every perspective. Each month, 
his column takes readers inside the 
world of video and computer games. 

This month, Arnie ruminates on the 
limitations of licenses. 


it's understandable that many cartridge 
manufacturers conceptualize their 
product line as a series of titles linked 
to proven pop cultural successes. 

That’s the case for licenses. 
Though it features some compelling 
arguments, it isn’t the whole story. 
Heavy reliance on previously estab- 
lished characters and personalities is 
not an unalloyed blessing. Does the 
security blanket of licenses keep com- 
puter entertainment software from 
reaching many potential users? Read 
on and be the judge.... 


One major limitation of licenses is 
that not every character or situation 
makes a good game. The industry has 
become more sophisticated about 
this, so we now hear fewer announce- 
ments of titles like Three Days of the 
Condor, an abortive video-game cart 
of the early 1980s that boiled down to 
video dentistry. 

A prime example of a license that 
didn’t translate into an entertaining 
game was America’s Cup Racing 
(Mindscape). Despite the deep per- 
sonal commitment of company presi- 
dent Roger Buoy and Tom Snyder’s 
outstanding design/development 
team, the resulting computer game 
didn’t delight anyone. | believe the 
reason for its tepid reception is that 
current computer hardware is not 
capable of communicating the 
essence of the experience that attracts 
people to rea/ sailing. Without the 
tang of the salt air, the roll of the deck 
and the feel of the onrushing wind, 
America’s Cup Racing simply didn’t 
have enough to hold players’ interest. 

Any licensor has a perfect right to 
be concerned about what happens to 
a valuable property assigned to a 
game company. It would be insane to 
allow a video- or computer-game 
publisher to substantially change the 
license’s basic premise. However 
much the designer might want to give 
Bart Simpson an older brother or let 
the Joker kill Batman, it would be 
financial suicide for a licensor to per- 
mit such liberties. 
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Some character licenses are tied 
to a specific movie or novel. The 
licensor almost always wants the 
game to mirror the story line of the 
earlier work. This can cause prob- 
lems, because games differ from 
most other entertainment media in 
one crucial way: interactivity. 

A novelist or screenwriter | 
has dictatorial control over 
everything that happens. 
Gamers are seldom so coopera- 
tive. Plot twists glossed over 
with a lot of energy and splashy 
special effects in a film block- | 
buster sometimes don’t work a 
when examined under the cold } 
light of logic. Cinematic heroes 
do whatever the writer orders, 
but game players won't do any- 
thing unless the designer gives 
them a compelling reason. 

Closely following an existing 
plot ruins any chance of sur- 
prise. Granted, this element dis- 
appears during replays anyway, 
but the player never gets that 
initial thrill of the unexpected, 
because nothing can happen in 
the game that didn’t occur in 
the property that inspired it. 

Licensed video and computer 
games are often more linear 
than those founded on new 
premises. Creating optional plot 
paths is nearly impossible with- | 
out violating the limitations 
imposed by licensors of books 
and films. 

There’s a line between concern 
and obsession, and some licensors 
cross it. A vigilant licensor keeps the 
game faithful to its inspiration, but 
insensitivity can derail a project. One 
game never appeared because the 
copyright owner wouldn't approve 
the packaging! 

Licensors aren't always conver- 
sant with electronic gaming. This 
sometimes causes them to impose 
conditions on a game that undercut 
its entertainment value. When the 
publisher convinces the license 
holder to back off, it becomes a 


funny story. For example, the World 
Wrestling Federation asked us, as 
creators of MicroLeague WWF 
Wrestling, if we could fix the matches 
so the Hulkster always won. The mat 
moguls bowed to our knowledge of 
gaming and dropped the request, but 
can you imagine if they hadn’t? 


SAO 
U Action 


| Packed! 


When the licensor 
won't budge, it can become a giant 
headache that seldom helps the 
game’s quality. If the licensor, in 
ignorance of the possibilities opened 
up by 16-bit technology, insists that 
a video game look and play like 
Super Mario Bros., it is likely that the 
publisher will push the project in 
that direction. This leads to people 
working on projects in which they 
have no faith beyond the legal com- 
pulsion to satisfy the terms of their 
contracts. Such cartridges are sure 
to strike the more knowledgeable 
players as derivative rehashes. 
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Another potential drawback, 
though admittedly one that’s harder 
to pin down, is that games based on 
licenses are often not very complex. 
While the mass market wants games 
with straightforward goals and 
streamlined play-mechanics, there’s 


a sizable group of players who want 


mind-stretching adventures and 
strategy contests. It’s hard for 
designers to construct the 
underlying detail that connois- 
seurs love without doing some- 
thing that outrages the licensor. 
77 Game producers instinctively 
avoid such confrontations 
| because they destroy schedules. 
a Products that don’t get to the 
I stores on time lose sales and 
| incur extra expenses that seri- 
fously dent the bottom line. 
Product review can be an ex- 
tremely lengthy procedure 
under any circumstances. Few 
producers have the luxury to 
spend extra time convincing the 
license holder to allow minor 
changes. It’s hard enough to get 
the main features approved 
without inordinate delay. 

Is there an alternative to 


sumers are drawn to household 
names and images, games that 
capitalize on them have an intrinsic 
advantage. Licenses help game 
companies generate the high rev- 
enues needed to defray the develop- 
ing and marketing costs for top-qual- 
ity titles, 

It might be possible to do some- 
thing other than just license pop cul- 
ture icons, though. One route worth 
exploring is generating licensable 
properties within the gaming field. 
Super Mario Bros., Sonic the Hedge- 
hog, Carmen Sandiego and Leisure 
Suit Larry prove that it can be done. 
And then the shoe will be on the 
other foot, as sublicensees are 
forced to tailor their creative efforts 
to the whims of software and Car- 
tridge publishers. = 
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Version Previewed: Amiga 


Even knowledgeable pigskin fans 
found EA's original John Madden com- 
puter game a bit indigestible. It simu- 
lated the strategy interplay of profes- 
sional football with consummate 
detail—and minimal playability. This 
new design has a lot of depth, but 
streamlined play mechanics and livelier 
graphics certainly make it more captivat- 
ing and enjoyable than the original. 
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Electronic Arts’ John 
Madden Football is a 
very complex game, 
but retains its high 
degree of playability. 


CHOOSE 
PLAY 


BUFFALO 
CHOOSE 
PLAY 


iISEl 


Before the start of this action-strategy 
simulation for one or two players, the 
user customizes several aspects of the 
game, including the type of stadium, 
playing surface, weather and length of 
quarters; plus, the player chooses be- 
tween visiting and home squads. 

The end-zone perspective field graphics 
are a great improvement over the simple 
visuals contained in EA’s early 1980s John 
Madden Football. The new treatment gives 
computerists a clean and comprehensive 
view of the gridiron, with much less image 
overlap than is usually found in traditional, 
side-perspective pigskin programs. 
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The detailed animation of the individ- 
ual players supports some sophisticated 
movement options. The player under the 
user’s direct control, unambiguously 
identified by the four-way arrow icon 
under his feet, can dive for the extra 
yard, spin out of the grasp of tacklers or 
put on an extra burst of speed and 
power in response to simple commands 
entered by the user via either the joy- 
stick or the keyboard. 

Similar options are provided for play- 
ers on defense. The coach can try to an- 
ticipate the snap or have a defender put 
an extra-heavy hit on the receiver or ball 
carrier. A-Train, by 


The offense starts by choosing one of es isa 
six sets of players from the Play Calling rot roe 
Screen that appears when teams go into economic 


their pre-play huddles. With the correct simulation. 


players now on the field, the offensive 
coach selects from among five forma- 
tions. Finally, the coach picks one of the 
six specific plays possible from each for- 
mation. The defensive coach chooses a 
set of players, a formation and a play de- 
fense in similar fashion. 

John Madden Football is a complex 
game, but it is also highly playable. This 
completely redesigned sports title is 
packed with the nuances of real profes- 
sional football, though the absence of 
real player names is a disappointment. 
Computerists will soend much more 
time playing the game than puzzling 
over the rules, and that’s a marked ad- 
vance over the original effort. The new 
incarnation of John Madden Football is 
fully worthy of the man whose smiling 
face and pungent comments so enliven 
football telecasts. 

—Arnie Katz 
Electronic Arts 
1450 Fashion Island Blvd. 
San Mateo, CA 94404 
(415) 572-ARTS 


&-Trein 
MAXIS 
Version Previewed: IBM PC 


Before even discussing the merits of 
this railroad-oriented economic simula- 
tion, let’s give Maxis top grades for hon- 
esty. It could’ve called this SimRail, but it 
didn’t, because it is essentially a revision 
of A-Train Ill by Artdink, which has been 
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a top seller in Japan since its release in 
1990. Jim Siefert led a Stateside group 
that Americanized the original, including 
revamped graphics and an extensive 
manual. 

This art-intensive strategy contest 
challenges the player to design and run a 
city’s transportation network, including 
both passenger and freight traffic. To do 
this, the player must learn how to direct 
urban economic development, run a fi- 
nancial empire and invest in securities. 
The twin goals are to foster economic 
health for the community served by the 
railroad and to build the corporation it- 
self into a financial colossus. 

An angled overhead depiction of the 
city dominates the main display screen, 
framed by areas that give access to com- 
mand and status menus. The menus 
form an integrated structure that lets the 
player move through this extremely com- 
plicated game with surprising speed. 

The basic premise may not thrill some 
American gamers, because it is more ap- 
plicable to the Japanese experience than 
it is to ours. We're used to thinking of 
railroads in conjunction with the devel- 
opment of large geographic areas, not 
municipalities. Once past this, however, 
A-Train looks very promising for those 
who enjoy capitalistic simulations. 

—A.K. 
Maxis Software 
2 Theatre Square, Suite 230 
Orinda, CA 94563-3346 
(510) 254-9700 
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GAMETEK 
Version Previewed: IBM PC 


This seven-event action-sports game 
is closer to GameTek’s forthcoming car- 
tridge for the Super NES than to 1991's 
NES entry. That’s good news, because, 
although the 8-bit game tries hard, it 
lacks the entertaining play mechanics, 
graphic detail and general air of authen- 
ticity that characterizes both the Super 
NES and this PC version. 

Players select male or female surro- 
gates and compete against a full roster of 
American Gladiators in: Assault, Joust, 
Human Cannonball, Atlasphere, Power- 
ball, the Wall and the dreaded Eliminator. 

Two computerists can play American 
Gladiators head-to-head, or the com- 
puter will provide suitable opposition. 
There’s also a tournament, similar to the 
one on the TV show, in which up to eight 
humans may participate. Players can 
control the on-screen competitors with 
either joystick or keyboard. 

The events employ a variety of dis- 
play techniques, including separate win- 


OWNERS! 


VG&CE can be reached on-line with 
comments and hints. We’d be happy to hear 
from you. Electronic Mail can be sent to us on 
the following systems: 


CompuServe: 70007,3554 
GEnie: VIDGAME 
DELPHI: VIDGAMES 
Prodigy: CKJB66A 
MCI Mail: VIDGAMES 


— If you'd like more information on how 
these systems operate and how to sign up, 
give them a call and tell them VineoGames & 

— COMPUTER ENTERTAINMENT sent you! | 


CompuServe: (800) 848-8990 
GEnie: (800) 638-9636 
DELPHI: (800) 695-4005 

Prodigy: (800) 822-6922 x556 

MCI Mail: (800) 444-6245 © 
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GameTek’s 
American 
Gladiators for the 
IBM PC is closer to 
the Super NES 
version than its 


dows for each competitor in Powerball, 
the Wall, Atlasphere and the Eliminator. 
The modified first-person view em- 
ployed in Assault makes it especially ex- 
citing, while the somewhat sparse 
graphics in the Wall make it the least 
eye-appealing of the mini-games. 

Action contests aren't plentiful on the 
IBM PC, so American Gladiators should 
receive an especially warm welcome 
from computer gamers. 

—A.K. 


GameTek 

2999 NE 191st St., Suite 800 
North Miami Beach, FL 33180 
(305) 935-3996 
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For those who he 
experience the ultimate 
entertainment, we'd 


Meet Gamate. Come to grips with 
true entertainment value 


Discover how it pays to play Gamate. Just check out the value you get in a Gamate 
entertainment package. For starters you get a 4 complete entertaining games in 
1 cartridge. That's more than the others boys give. And if that's not enough, check 
out the more than 50 nerve racking, mind boggling, eye popping, heart stopping 
titles currently available. And there's always more to come. Every Gamate can link 
with a two-player connecting cable so you can share the fun with your friends, 
and a set of stereo earphones so you can keep all the excitement for yourself. An 
optional rechargeable battery pack is sold separately. And to be certain you are 
100% satisified with Gamate , if against defects, you get a replacement absolutely 
FREE. Gunning for action. Get a Gamate. Great gaming at great value. 


Alston Information Research 


Order Toll Free 800-777 -F2eO7 


Opportunities for Dealers, 
We support nationwide dealership programs for retailers. Please call and ask for a 
dealer catalog and further information. 


Detail & Information Call 774 4@.990-8468 
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entire, Byzantine saga of the Tetris 

odyssey from a demo program in a 
Russian computer lab to one of the pre- 
mier games in the history of interactive 
entertainment. And what a story it is! 
I've already spoken to several of the key 
players, but the major problem is that 
the story is so long and so tangled it 
reads more like a Robert Ludlum novel 
than the answer to a reader’s simple 
question. Once | wrap it up, however 
(believe it or not there are a few things 
about the deal that sti// completely baf- 
fle me), I'll bring you the long-awaited 
tale of how two different publishers 
thought they had the U.S. video-game 
rights and of the subsequent trial to 
determine actual ownership. This yarn 
has it all—intrigue, double-dealing and 
enough legal mumbo jumbo to keep 
even Walt Disney's legions of lawyers 
busy for a month of Sundays. 

As to when you'll actually get to 
see it, the Doc is awaiting an editorial 
decision as to the best way to present 
the story. But fear not, soon all will 
come to understand the biggest mys- 
tery since the disappearance of Judge 
Crater. Unsolved Mysteries move 
over! Keep your eyes glued to upcom- 
ing issues of VG&CE for the straight 
dope on how Tengen got Tetrisized, 
Nintendo got fabulously wealthy and 
the game’s actual creator became a 
“wild and crazy guy.” 

Okay, now that we’ve dealt with 
this month’s broken promise, let’s 
answer some Q’s! 


oe | promised to deliver the 


q views ti. 


The Genesis is supposedly a 16-bit 
system, right? Well, | always thought 
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O’s & A’s to 
Stir A Gamer’s 
Soul! 


BY 


THE GameE DOCTOR 


that the CPU in the Genesis was a 32- 
bit chip. It is the Motorola MC68000 
chip, isn’t it? The 68000 is the one in 
the low-end Macintosh comput- 
ers—the most affordable 32-bit chip 
available today (I read that in a 
Motorola ad). But everyone says that 
the Genesis is a true 16-bit system. 
What gives? 

Also, when people refer to a game’s 
memory (in the case of home video 
games) in terms of “megs” do they 
mean megabits or megabytes? When 
referring to computers, they mean 
megabytes, right? | think | read that in 
one of your columns. Well, | just read 
and ad for a Super NES game, Final 
Fantasy Il, and in it was a picture of a 
cartridge [and the words] “8 
megabytes.” Megabytes! What’s 
going on? (I’ve enclosed the ad.) 

Finally, about a year ago, | read 
about the Genesis CD-ROM. Soon, 
people were asking you about it. 
Nothing was ever [absolutely cer- 
tain], though—no one was sure 
about anything, not even Sega. Well, 
| happen to get a free Sega Visions 
magazine, and the latest issue had a 
small article and a picture of the Gen- 


esis CD-ROM (though it looked a lot 
like the Mega Drive version). It gave 
an approximate release date and a 
few specs (spring '92, “zoom lens 
scaling” and “multiaxis rotation,” 
respectively). Do you know about any 
of this? 
Thank you so much for a great 
column. 
—Luis Saenz 
Manhattan Beach, CA 


Good questions, Luis. As for the 
68000 CPU, you must keep in mind 
that there are several different ver- 
sions of the 68000 chip. The basic 
68000 has been around for quite a 
few years, but newer models carry- 
ing the same numeric tab have come 
into existence over the past few 
years, and they are quite different 
from the original. 

As for the Final Fantasy II ad 
(which | had already noticed and was 
hoping to get a question on—thank 
you, thank you), that information has 
to be erroneous. Even if you could 
cram eight megabytes into a ROM 
cartridge, we’re talking about, let’s 
see...32 megabits. Right now, the 
most memory any SNES game packs 
is 16 megabits, and that program is 
forced to sell at around $80. An eight 
megabyte SNES game would have to 
retail at more than $150 just to pay 
the cost of that expensive ROM! 
Which is yet another reason why 
video-game publishers are so anx- 
ious to get those CD-ROM drives 
hooked up to your game systems: 
CD is a relatively cheap medium, 
whereas ROM is a killer. 
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And since we’re already discussing 
CD drives for video games, Sega has 
promised that its CD drive for the 
Genesis (which has been out in Japan 
for several months now but is being 
supported by extremely poor soft- 
ware there) will be available in the 
U.S. by Christmas. On the other hand, 
Sega of America has continuously 
vowed that its CD-ROM drive will not 
be released Stateside until it has a 
solid cache of first-rate product, so | 
guess we'll have to wait and see. 

Scaling, by the way, will be built in 
as an automatic function on the Sega 
CD drive. What it does is automatically 
make objects larger as they move to the 
foreground and smaller as they move 
off into the distance. This saves the 
developers time and space, as they 
don’t have to redraw figures at a variety 
of sizes and then store the drawings In 
memory. Multiaxis rotation means the 
entire game field can be rotated along 
either the x- or y-axis. Scaling and rota- 
tion are built into the Super NES basic 
system, so Sega obviously felt the need 
to add them to its CD drive. 


Will there be a special cable [for the 
Game Boy], one end of which will go 
into the Game Boy’s video link jack 
and the other end to a TV set to get a 
larger picture? 

—Hector Ibarra 
Escondido, CA 


Nintendo is way ahead of you, Hec- 
tor. A device called the “Wide Boy” has 
been around for several years now, and 
it allows one to view the Game Boy 
images on a larger screen. There are 
actually three models of the Wide Boy, 
but it’s basically a circuit board that 
hooks into either the Twin Famicom or 
the Sharp model of the same system, 
which is larger and has an onboard disk 
drive. The enlarged image then appears 
on a special monitor. 

The larger picture produced through 
the use of the Wide Boy is helpful in a 
number of ways. The Wide Boy No. 1, 
for example, runs through a PC and is 
part of the Game Boy development sys- 
tem, allowing the programmers to see 
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the images more clearly and without 
eyestrain. The Wide Boy No. 3 comes 
with an actual cartridge slot; these are 
very popular at trade shows such as the 
CES, where ambient light can complete- 
ly white out a Game Boy screen. It’s also 
a nice treat for the tired eyes of atten- 
dees who would probably suffer terrible 
headaches if they had to examine every 
Game Boy entry on that system’s tiny 
screen in such a bright environment. 

The bad news? Wide Boys are not 
available to the general public. Sorry 
about that, dude. 


q U es oa 


| have heard rumors that there will 
be a chip that you can hook up to the 
Game Boy that will make it a color 
portable system. | would like to know 
if this is true and, if so, will it be a 
completely new system? 
—Joe Hale 
San Bernardino, CA 


The Game Boy, like the black-and- 
white Macs, actually possesses the 
ability to encode colors. However, there 
is a problem in producing these theo- 
retical colors: The screen has no way to 
display color, even if it is encoded. 

Nintendo denies that it will bring out 
a color version of the Game Boy, and 
our No. 1 consultant tells us that such a 
system will not appear unless Nintendo 
can retail it for under $100. In other 
words, don’t hold your breath, Joe. 


| need some answers, please. | used 
to have a Nintendo Entertainment Sys- 
tem, but, when | traded games, they 
got dirty and never worked. Then | 
bought a new NES. | haven’t traded or 
borrowed a game in two years and the 
system [still] works perfectly. My 
question is: If | buy some used games, 
will it ruin my NES? 
—Gideon Sargeant 
Brooklyn, NY 


This is an old problem with car- 
tridge-based games and seems to be 


especially pronounced on the NES. 
The bottom line is that some people 
simply do not treat their hardware 
and software very well. As a result, 
dirt and other nasty stuff gets inside 
the cartridge slot and into the con- 
tact pins at the bottom of the car- 
tridges. If these pins get dirty, con- 
tact cannot be made with the pins 
inside the system, and the same is 
true of the contact points inside the 
cartridge slot. 

The easiest way to avoid this kind 
of problem is to either avoid trading 
with friends who don’t take care of 
their equipment (and, remember, the 
same thing can happen with rented 
games), or to go the extra yard or 
two and buy one of the game-clean- 
ing products that are available 
almost anywhere games are sold. 
We have always recommended the 
Doc’s Hi Tech (no connection what- 
soever with yours truly, of course) 
line of Fix-A-Game products and 
have yet to receive a negative letter 
from a user of these products. What 
you get is a small amount of liquid 
solution that you dab onto the end of 
a cotton swab. Then, holding the 
system or cartridge under a strong 
light so you'll be able to see any dirt 
that has collected on the metal 
points, gently swab away the crud 
until you can see those contact pins 
gleaming brightly once again. 

You'll be happy, your system will 
be happy and even your cartridges 
may give out with a giggle or two. 

Well, sojourners after Truth, it 
appears as if that about wraps things 
up for this installment of the one and 
only, ten years strong and still going, 
Game Doctor. We may never solve 
the riddle of “The Many Faces of 
Wonder Boy” (though | won't give 
up until | have personally tinter- 
viewed this mysterious, large-head- 
ed figure and learned the truth about 
his many weird and wonderful 
escapades), but I’ve got Jetris just 
about nailed down. So be here next 
issue for more Q’s and A’s and 
Hidey-Ho’s and Hidey-Hey’s! 

Aloha, group. 

Remember, send those questions 
comments and corrections to: Game 
Doctor, 330 S. Decatur, Suite 152, 
Las Vegas, NV 89107. 
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The Taking of 
Beverly Hills 


CAPSTONE 
Version: IBM PC ($49.95) 
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OVERALL 


The movie The Taking of Beverly Hills 
was a generic action vehicle for former 
Wiseguy television star Ken Wahl that 
looked like a film destined to waste no 
time getting to video. The game based on 
the movie looks and plays as if mediocrity 
were what the designers and program- 
mers were shooting for, only they came in 
slightly below the mark. 

The Taking of Beverly Hills combines 
multiple perspectives—first-person, side- 
scrolling and top/down—with a needlessly 
confusing interface to create a game that 
keeps the user off balance throughout most 
of the learning curve. The game action is 
displayed in the main window, which occu- 
pies approximately the top third of the 
screen, while data and inventory windows 
fill the rest of the playfield. The perspec- 
tives seem to change at 
whim, with the player [ius 
given no reason why he 
is, for example, suddenly 
thrust into a first-person 
point of view, when the 
same apparent objective 
(picking up available ob- 
jects) is also presented in 
the side-scrolling mode. 

The game, like the 
film, is based on the idea 
of “urban terrorists” (a 
breed of criminal that 
seems to exist only in 


98 ¢ JUNE 1992 


Capstone’s The Taking of 
Beverly Hills combines 
multiple 
perspectives—tfirst- 
person, side-scrolling 
and top/down. 


waa lp 


movies, TV shows and comic books) tak- 
ing on the richest neighborhood in Amer- 
ica. The player is cast as 
Boomer Hayes, football 
hero and free-lance, one- 
man antiterrorism task 
force. There are also sub- 
plots involving the theft 
of a Botticelli fresco, bad 
guys disguised as cops 
(the real cops have been 
inexplicably kidnapped 
and must be freed from 
the firehouse) and the 
confinement of Boomer’s 
newfound love interest, 
Laura, by the ruthless Robert Masterson. 

Unfortunately, attempting to cram all of 
these subplots into a game based on a 
movie few have seen (or are likely to) 
makes for some severely bewildering gam- 
ing. Despite the seeming simplicity of the 
interface, nothing manages to play the way 
it’s described in the documentation, which 
only compounds the confusion. For exam- 
ple, the player is free at any time to leave 
control of Boomer and “become” Laura, 
yet contact between Laura and Boomer is 
named as one of the game'’s first priorities. 

Everything in this game is difficult, es- 
pecially the manipulation of inventory ob- 
jects, as if the interface were fighting with 
the player rather than presenting the sim- 
ple and intuitive game mechanics that are 
clearly called for in this type of computer 
entertainment. 

The graphics are mediocre, and even 
with a Sound Blaster turned all the way up 
the theme music Is barely audible. 

—Bill Kunkel 
Capstone 
c/o IntraCorp Inc. 
14160 SW 139 Court 
Miami, FL 33186 
(800) 468-7226 
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Populous Il 


ELECTRONIC ARTS 
Versions: Amiga ($49.95), 
IBM PC ($49.95) 
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As Zeus’ son, the player 
must conquer the worlds of 
32 other gods and defeat his 
super-dad in a world-shak- 
ing showdown to gain his 
inheritance in this sequel to 
a former Game of the Year 
winner. Bullfrog Productions 
has produced a better-look- 
ing, smoother-playing varia- 
tion of its original success. 

The main display of this 
icon-driven action-strategy 
contest shows a close-up 


tention in the center, with the world map 
above it on the left and the colosseum in 
the upper-right corner. One edge of the 
close-up has a strip of symbols that trigger 
various forms of “divine intervention,” 
while another side displays basic com- 
mands that let the deity control the popu- 
lation loyal to him. 

The Deity Generator employs point- 
and-click commands to fully customize a 
god. The user can even generate facial 
features, choosing a benign or malevolent 
appearance, depending on his creation’s 
personality. 

Populous II is most similar to the 1989 
hit in play mechanic. The god must raise 
and lower land to create plains for settle- 
ment, encourage populations to explore 
more territory and extend the society. A 
god gets lightning bolts to symbolize expe- 
rience gained in world-building, and these 
are redeemable for additional powers. 

The solitaire contest plays in two 
modes: conquest and custom. The former 
is the main focus of this product, a multi- 
part struggle to overthrow rival gods and 


VipDEOGAMES & COMPUTER ENTERTAINMENT 


gain a throne on Mount Olympus. Custom 
lets the computerist lay siege to a unique 
world, though divine intervention is limited 
to those methods that the player has al- 
ready acquired in the ongoing conquest 
campaign. 

Populous I/ is a complex brain-stretcher, 
but the design/development team has 
made every possible effort to keep the 
rules from overwhelming the players. Intel- 
ligent documentation helps get users play- 
ing quickly, though it takes several sessions 
to understand the nuances of this subtle 
and sophisticated strategy title. 

—Arnie Katz 
Electronic Arts 
1450 Fashion Island Blvd. 
San Mateo, CA 94404 
(415) 572-ARTS 


The Simpsons: 
Bart’s House of 
Electronic Arts’ Populous Ilisa Weirdness 


complex brain-stretcher, but the KONAMI 
design/development team has Version: IBM PC ($49.95) 
made every possible effort to 


keep the rules from sounpmusic 1 23 4 897 89 10 


overwhelming the players. 


PLAYABILITY 1 
OVERALL 1 

Hey dudes and dudettes, wanna be re- 
ally cool? That’s what it takes to survive 


Bart’s House of Weirdness, where the cool 
meter is the law of the land. 


CRETS SSI 


The Simpsons: Bart’s House of 
Weirdness, by Konami, remains 
completely faithful to the 3 | 
original license upon which it : COO 15 
was based. 


Bart, banished to the 
inner sanctum (his room), 
uses his imagination and 
innovation to escape his 
predicament, with the 
player’s help of course. 
Bart’s quests are for fancy 
running shoes, cool-looking 
shades, a groovy cap and 
objects that help him stay 
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alive to battle with Sideshow 
Bob in the Radical Zone. 

Bart must defeat six 
worlds to get to the final 
quest. Between these se- 
quences, he returns to his 
room to rest up and save 
the game (a good addition 
that is often sorely missed 
in the arcade-game genre). 
Bart's initial foray is into the 
attic, where he deals with 
killer bees and other in- 
sects. Other adventures in- 
clude a journey through the 
basement (battling dust balls and the like), 
a search for Maggie's ball and a trip to the 
movies. Within the confines of Bart’s 
closet, he makes two further flights of 
fancy: saving the Earth from space mu- 
tants and starring in an episode of /tchy 
and Scratchy, his favorite television show. 

Bart begins with only a burp gun but ac- 
quires other weapons throughout the game 
(water balloons, cans of spray paint, a sling- 
shot and a dart gun), two of which may be 
active at any one time. Unused items are 
brought into the next level without penalty. 

The graphics are completely faithful to 
the original television show, stressing accu- 
rate representation rather than ground 
breaking innovation. The upper two thirds 
of the playing screen depicts the horizon- 
tally scrolling world of this run-jump shoot- 
‘em-up. The lower third of the screen con- 
tains the status bar: the cool meter (a 
measure of how much strength Bart has re- 
maining in his current life), how many lives 
remain, weapon and ammo status and the 
objective for the current game level. 

The game assigns two separate joystick 
configurations to a single stick (shooting 
and jumping modes). The player has to de- 
termine the best setting for each situation 
and switch between them using the F9 key. 
This is annoying and should have been 
eliminated in the design process by 
streamlining the stick commands or the re- 
quired motions of the on-screen character. 
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Bart’s House of Weirdness 
contains graphics that are 
completely faithful to the 
original television show. 


Elvira ll should satisfy the 
“gruesomeness quota” of even 
the most jaundiced horror/role- 
playing fans. 


The audio portion of the game is some- 
what disappointing. Some of the digitized 
sounds are tinny, even with a Sound 
Blaster Pro card in use. On the other hand, 
the VCR-like interface is a very positive ad- 
dition. It allows players to save play se- 
quences and even incorporate them into 
the opening credits of the game. 

Bart's House of Weirdness is an arcade 
game offering of average difficulty that re- 
mains completely faithful to the original li- 
cense it was based upon. Unfortunately, it 
needed just a little more effort, and an im- 
proved control interface, to elevate the fun 
potential of the game. 

—Ed Dille 
Konami 
900 Deerfield Parkway 
Buffalo Grove, IL 60089-4510 
(708) 215-5111 


Elvira Il: 


The Jaws of Cerberus 


ACCOLADE 
Versions: Amiga ($59.95), 
IBM PC ($59.95) 


Styled as a rollicking romp in the nether- 
world, Elvira I! should satisfy the “grue- 
someness quota” of even the most jaun- 
diced horror/role-playing fans. Our heroine 
is Once again in need of rescue, this time 
from a three-headed hound of hell named 
Cerberus, who has taken free reign in 
Elvira’s studio, Black Widow Productions. 

The player stumbles into this plight as 
the unwitting date of the femme fatale and 
must initially pick a persona from the four 
choices: stuntman, computer programmer, 
knife thrower and private eye. A level and 
experience point system develops charac- 
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So you want to test 
your mettle as a 
gamer? That's fine 
with us! Renovation 
offers an unmatched 
selection of titles 
that'll give even the 
best a run for the 
money. Sounds like a 
challenge? 


It's easy to explain. 
Our business is video 
games. Your business 

is beating them. We 

make the toughest, 
most entertaining 
games in the industry 
for your pleasure. So, 
when you re looking 
for the ultimate in 
gaming challenge, 
look for Renovation! 
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ters, but one doesn’t become invulnerable 
to most opponents after a period of time, 
as often happens in other games of this 
type. Hit points are directly attributable to 
the various body parts, making the dam- 
age system for combat much more realis- 
tic. Losing full use of an arm, for example, 
can have devastating effects. This is a wel- 
come innovation that should be consid- 
ered for future role-playing designs. 

The interface employs a first-person 
perspective and icon-driven mechanics. 
The mouse pointer becomes a sword dur- 
ing encounters, and the gamer simply 
clicks on the portion of the monster to be 
attacked (each has different weaknesses). 
A window allows players to “sense” crit- 
ters creeping up behind them. Object ma- 
nipulation and inventory management 
also use the point-and-click method. 

Some of the object placements are less 
than perfect. Use the save game feature 
often to quickly restore the game if some- 
thing unexpected occurs during object 
manipulation. Several of these objects 
have more than one purpose and 
shouldn't be expended prematurely. 

Players must decide between three dif- 
ferent soundstages to begin their quest: the 
Spider Caves, an old Victorian house and a 
graveyard. The house holds critical clues to 
later portions of the game (e.g., how to de- 
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Cerberus offers some dazzlingly 
gruesome graphics and a moody 
musical score. 


feat Cerberus once Elvira is rescued), so 
players should begin there. Be sure to read 
everything in the library and get in good 
with Dr. Frankenstein as well. Once this 
portion (the most cerebral of the three 
areas) is completed, a lot of the rest of the 
game is hack and slash, with an occasional 
puzzle thrown in for good measure. 

Elvira Il: The Jaws of Cerberus offers 
some dazzlingly gruesome graphics and a 
moody musical score that, unfortunately, 
cannot be toggled off. Off-disk, code- 
wheel based copy protection is used. The 
game is appropriate table fare for ad- 
vanced role-playing gamers, more be- 
cause of its nonlinear nature than the diffi- 
culty of any particular puzzle. Some 
players may be frustrated by Elvira II, but 
few will be disappointed. 

—E.D. 
Accolade 
550 S. Winchester Blvd., Suite 200 
San Jose, CA 95128 
(408) 985-1700 


Flames of Freedom 


MICROPLAY 
Version: Amiga ($59.95) 


Simulations sometimes concentrate 
more on the representation of a particular 
plane, boat, car, etc., than the game play 
that surrounds that vehicle. As a result, a 
program may have the best computer ver- 
sion of a particular helicopter, but a poor 
interface that obscures its merits. Flames 
of Freedom goes in the completely oppo- 
site direction. It combines a 3-D world and 
many ways to travel within that world with 
an enormous game that can be played in 
whole or in pieces in the form of missions. 


VIDEOGAMES & ComputTER ENTERTAINMENT 


Flames of Freedom is 
the sequel to Midwinter, 
another strategy game 
from MicroPlay. In 
Flames, Midwinter Island 
has sunk beneath the sea, 
and the Saharan Empire 
plans to take over all 42 
of the islands off the 
western coast of Africa. 
The player takes the part 
of a freedom fighter from 
Agora Island who must 
convince the other is- 
lands’ inhabitants to de- 
fend themselves against the Saharans. In 
the game’s finale, the allied islands come 
to the player’s aid and take some of the fire 
out of the Saharan fleet as it makes its way 
to Agora. 

Liberation of each island is a separate 
mission, and players may choose one mis- 
sion or try the entire strategy game. Break- 
ing the game into distinct chunks of vary- 
ing difficulty gives players a better chance 
to accustom themselves to the interface 
and logistics of the game. They'll need this 
experience in order to handle the more 
difficult missions. 

Most of the action takes place in a 3-D 
environment that is quite realistic, despite 
the polygon graphics. Players can use any 
available vehicle, amphibious or land- 
based, in the sky or in the water. The pri- 
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mary goal of each mission varies. Some- 
times an assassination must take place; 
other times, a particular building or group 
of vehicles must be destroyed. The player 
moves within the game’s environment to 
meet contacts, personally fire upon key 
targets and gather information and objects 
necessary for success. Although quick 
travel is possible, normal travel within a 
mission reveals the scope of the game. 

Because of the large number of islands 
in Flames, many players will never make it 
to the end battle against the Saharan 
force. Choice of next mission/island puts 
more control of the strategy in the player's 
hands than a lot of simulation/strategy 
games that force a player to follow a par- 
ticular course of action. 

As a game, Flames is a lot of fun, al- 
though it is quite easy to forget about the 
mission and get lost in the exploration of 
the 3-D landscape. This overall flexibility 
does a lot to complete the illusion of reality. 

The graphics are very nice. Travel on 
the island takes place in 3-D mode, largely 
using polygon-based graphics. Animation 
is smooth, although a bit too slow during 
some battles. Part of the speed problem 
may be related to the explosions, which 
generate a lot of flying circles for a debris 
effect. Use of various vehicles in the game 
is effortless and the controls for each one 
are only a press of the HELP key away. 
Lots of well-drawn bit-mapped graphics 
make up the rest of the game, from the 
detailed topographical maps of the islands 
to the contact screens and agent design 
screen. Unfortunately, Flames loses out in 
the sound arena. Although the sound ef- 
fects are nice, they are sparse, and the 
same title screen music plays throughout 
the game. More attention to this area 
would have made Flames perfect. 

Flames is an enormous game. As such, 
it may keep players tied up for weeks. 
Simple missions can take anywhere from 
a half-hour to a couple of hours. It is im- 
portant for players to spend some time in 
training mode to learn the best way for 
their agent to deal with guards (to escape 
jail), use the vehicles and plan strategy. 

Because of its depth and variety, 
Flames of Freedom is great fun for a num- 
ber of different players: simulation fans, 
strategy buffs and even adventure game 
explorers. Success on one island offers a 
feeling of accomplishment that incites 
gamers to defeat the Saharan Empire and 
release all of the dominated people. 

—Russ Ceccola 
MicroProse 
180 Lake Front Drive 
Hunt Valley, MD 21030 
(301) 771-1151 
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Bush Buck Global 


Treasure Hunter 


PC GLOBE INC. 
Version: IBM PC ($39.95) 


Since Brgderbund’s Carmen Sandiego 
game series has come out, other software 
companies have tried to design another hit 
that incorporates learning and fun into the 
same game. Bush Buck Global Treasure 
Hunter is just the type of game to capture 
the attention of fans of Carmen and other 
family entertainment/educational titles. 

Bush Buck is a race around the world in 
which one or two players try to beat their 
Opponent to the treasures randomly cho- 
sen from a list of 400 priceless items. Play- 
ers start off at a random city on the map of 
the world, the home base to which they 
must return with the treasures. An item is 
found by simply visiting the city that cur- 
rently holds it. 

Clues to the locations of treasures are 
given in cities with squares next to their 
names. Cities with diamonds are for infor- 
mation and travel only. Players have a lim- 
ited number of plane tickets that are nec- 
essary to travel from location to location 
in the game. 

Not only do players have to make in- 
formed guesses based on the clues, but 
they also have to use strategy to take them 
to as many different areas of the 
world as possible with the plane 
tickets allotted. Those who return a 
treasure to home base receive more 
tickets, as well as points. The object 
of the game is to find and return as 
many of the 15 items as possible to 
home base before running out of 
plane tickets. Certain plane routes 
go through storms. These storms, 
and other bad weather, damage the 


treasures and thus reduce the number of 
points awarded for returning the items. 

Bush Buck's interface is rather simple 
and easy to understand and control. A 
portion of the map of the world fills most 
of the screen in one of two zoom modes. 
Players click on cities and gather informa- 
tion or clues. Clues are more important, 
but both help make it easy to learn about 
the world in which we live. Icons along the 
borders of the view screen allow access to 
the very helpful tracker that lists all the 
clues the player finds in any city, as well 
as game control functions. Game play 
couldn't be more straightforward. 

There are three difficulty levels so that 
players of different abilities have a fighting 
chance to win the game. The difficulty lev- 
els vary the amount of plane tickets that 
players have at the start of the game, the 
points awarded for discovering clues and 
returning items, and the way players are 
told how close they are to a treasure. In 
the beginner's level, a thermometer indi- 
cates how “hot” or “cold” the player is in 
relation to the item. In the intermediate 
level, an eye flashes when the player is on 
a location with the item. In the hard level, 
players have to select the eye to see if a 
treasure is in a city. These variations in the 
levels make the game more interesting 
and accessible to a wider audience. 

Sound effects and music are, regrettably, 
pretty poor; there aren't a lot of either in the 
game. Graphics also are far from state of 
the art for current games. The animation se- 
quences of the plane lifting off and landing 
are nice, but they lack excitement. Although 
the game supports VGA mode, the map 
and animation look like they are stuck in 
EGA. On the other hand, it is easy to match 
up the on-screen areas to the colorful and 
large map that comes with the game. 

Because the clues and information in 
Bush Buck are based on cities rather than 
countries, most of the game continues to 
be valid despite all the changes to the for- 
mer Soviet Union during the past year. 

Bush Buck's excitement is based on its 


cniie ta tecian: Hahaaan’ Bush Buck Global Strategic element; It requires some fore- 
: Treasure Hunter's thought and planning to beat an oppo- 

interface is rather nent. There is always a shortest plane 

simple and easy to route to a particular location, but storms 

understand and control. and other interference frequently make 


plans change. 

A good combination of strategy, fun 
and education, Bush Buck gives gamers 
everywhere another reason to learn about 
the world and its cultures. 

—R.C. 
PC Globe Inc. 
4700 S. McClintock 
Tempe, AZ 85282 
(602) 730-9000 
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Largest Selection Of Games Anywhere! 


GAME DUDE 


We Deal In All 
Video Games 


Call For Games Not On List 


Below Is A Partial Listing 


Nintendo Nintendo Genesis Genesis Game Boy _ Turbo Grafx Game Gear 
Eig 2 = Buy/Sell} Rainbow Islands 19/29] Mega Drive Converter 16] Master Of Monsters 32/47| Addam’s Family 14/23} PC Engine Converter 29| Sega Master Converter 39 
Addams Family 18/30} Rally Bike 15/30} 688 Attack Sub 18/39} Mercs 22/43] Aerostar 14/22| Addams Family (CD) 25/44] Castle Of Illusion 12/22 
Adventure of Lolo II 24/37) Rampart 11/22} Abrams Battle Tank 20/37] Midnight Resistance 17/29] Altered Space 14/22] Aero Blasters 6/17} Donald Duck 16/27 
American Gladiators 24/38] RBI Baseball II| 22/33] Air Buster 20/39] Might & Magic 10/24) Amazing Tater 11/22] A. Panza Kick Boxing 15/30] Galaga 14/24 
Andretties Grand Prix 14/28} Robin Hood 22/34] Air Diver 19/32} Moonwalker 9/21} Asteroids 10/20] Battle Royale 8/17| Joe Montana Football 17/27 
Arkanoid w/control 30/65] Rockin’ Kats 20/35] Alien Storm 19/35] Ms. Pacman 27/39] Attack Of Tomatoes 12/22} Blazing Lazers 4/10] Ninja Gaiden 16/26 
Attack Of Tomatoes 17/32] Robo Cop 2 21/32] Arcus Odyssey 18/44] Musha 19/39) Battle Toads 15/24] Bloody Wolf 5/12) Pac Man 18/28 
Bandit Kings Of China21/39| Rocketeer 17/29| Arrow Flash 12/27| NHL Hockey 19/39] Battle Unit Zeoth 12/19] Bomberman 16/29] Shinobi 12/24 
Barbie 20/35} Romance 3 Kings II 32/49] Atomic Robo Kid 12/19} OutRun 20/35} BeetleJuice 14/24| Bonk’s Adventure 4/12] Slider 14/24 
Bard's Tale 19/32] S.C.A.T. 14/27| Back To Future III 22/44) Pac-Mania 20/38} Bill & Ted's Adv. 10/18} Bonk’s Revenge 12/28} Sonic The Hedgehog 14/24 
Baseball Stars 14/29] Sesame Street ABC 14/22) Batman 21/35] Paperboy 21/36] Bo Jackson, 2In1 11/22] Boxy Boy 22/38} World Class Golf 8/21 
Bases Loaded III 20/36] Sesame Street 123 14/24] Battle Master 10/27) PGA Golf 22/44} Bug's Crazy Castle Il 14/24) Bravoman 7/18 
Batman 2 - The Joker 25/40} Shadow Of The Ninja 14/21] Battle Squadron 16/29] Phantasy Star III 17/38} Castlevania II 14/22| Cadash 19/38 IW =Ye) Geo 
Battle Toads 17/35] Shatter Hand 19/33] Beast Wrestler 16/34] Pit Fighter 24/44| Chess Master 12/19} Champions Boxing 15/35 
BeetleJuice 18/32] Shinobi 13/24} Bimini Run 22/32) Powerball 8/19] Choplifter II 12/19} Chew-Man-Fu 10/19} Alpha Mission II 60/105 
Big Bird's Hide&Seek 17/29] Side Pocket 12/29} Block Out 15/26] Quack Shot 22/39) Double Dragon II 14/24) China Warrior 5/14} Burning Fight 60/120 
Big Nose - Caveman 20/32] Silk Worm 16/27| Bonanza Brothers 18/39] Quad Challenge 18/36] Double Dribble 11/21] Crater Maze 10/19} Eight Man 100/140 
Bill & Ted's Adventure 19/32] Silver Surfer 10/19} Buck Rogers 20/45| Raiden Trad 10/21} Dragon's Lair 12/19] Davis Cup Tennis 13/29] Fatal Fury 105/145 
Bo Jackson Baseball 20/38] Simpson's: Mutants 12/25] Caliber .50 17/34} Rambo III 8/19] Duck Tales 11/22] Devil's Crush 4/14] Football Frenzy 90/125 
Bucky O'Hare 19/35] Simpsons2:The World1 7/34] California Games 22/36| Rastan Saga Il 10/25} Final Fantasy Adv. 16/28} Double Dungeon 7/18| Ghost Pilots 105/139 
Captain America 22/35} Skate or Die || 9/18] Castle Of Illusion 16/37] RBI Baseball 3 18/35] Final Fantasy Leg. II 16/28) Dragon's Curse 5/15} Robo Army 95/129 
Captain Planet 20/34} Ski or Die 10/19} Columns 22/39] Rings Of Power 24/40| F1 Race 11/19] Dragon Spirit 4/10} Soccer Brawl 90/120 
Chip & Dale 19/32] Skull & Crossbones _— 6/17} Crackdown 17/32] Road Blasters 20/40] Gauntlet II 15/25} Drop Off 14/28] Super B. Ball 2020 95/129 
Cowboy Kid 17/30} Smash TV 16/32] Crossfire 14/35} Road Rash 24/42| Ghost Busters II 12/22| Fantasy Zone 4/12) Thrash Rally 95/128 
Darkman 17/30} Snake Rattle 'n’ Roll 9/18] Cyberball 6/16] Rolling Thunder 2 22/45} Home Alone 14/24] Fighting Street(CD) 10/22 
Dizzy 19/33] Snoopy’s Silly Sports 11/19} Dark Castle 8/19] Saint Sword 16/24] Hunt For Red October 11/19} Final Zone || (CD) 14/24 Lynx 
Double Dragon Ill 12/26| Snow Brothers 25/36] DecapAttack 22/34| Sagaia 16/27] In Your Face 12/19} Galaga 90 5/15 
Dr. Mario 16/29} Space Shuttle 20/35| Dick Tracy 15/32] Shadow Dancer 8/19] Ishido 12/19] Impossamole 14/34] Awesome Golf 16/26 
Dragon Fighter 20/35] Spot: The Game 11/21} Dino Land 27/39| Shadow Of The Beast 10/25) Jeopardy 13/20} JB Murder Club (CD) 25/41] Bill & Ted’s Adventure 18/28 
Dragon Warrior Ill 26/46] Star Gate 15/27| DJ Boy 10/22] Shining In Darkness 12/25] Kid Icarus 15/26] Last Alert (CD) 12/21} Hard Drivin’ 18/29 
Eliminator Boat Duel 18/31] Star Trek 20/36} Dynamite Duke 15/32] Shove It 12/23] Klax 12/21| Mag Dino. Tour (CD) 8/17] Ms. Pacman 15/25 
F-15 Strike Eagle 20/35} Star Tropics 12/27| E-Swat 10/25} Slaughter Sport 20/39] Kung Fu Master 12/21} Military Madness 8/19] Ninja Gaiden 14/25 
Flight Of The Intruder 20/32] Star Wars 20/35} El Viento 20/38] Space Harrier II 8/19] Malibu Beach V.Ball 12/21) Monster Lair (CD) 10/19] Paperboy 13/22 
Flinstones 25/42] Street Fighter2010 9/18] Exile 25/45| Space Invaders 91 25/39) Megaman 10/21} Moto Roader 9/20} Rampage 12/24 
Frankenstein 15/30] Super Cars 10/19] F22 Interceptor 20/39| Speedball 2 26/39} Megaman 2 11/22} Nicklaus Turbo Golf 9/22} STUN Runner 16/27 
G.|. Joe II 22/36} Super Contra 12/19] Faery Tale Adventure 4/13} Spiderman 14/35] Metroid || 10/24] Ninja Spirit 6/17] Tournement Cyberball18/28 
Galaxy 5000 17/29} Super Dodge Ball 9/18] Fantasia 7/17| Star Control 24/39} Mickey Dang. Chase 13/24| Parasol Stars 22/39} Ultimate Chess 15/26 
Godzilla 2 18/34] Super Jeopardy! 18/32] Fatal Labrynth 10/19] Starflight 12/28} Monopoly 15/25) Power Golf 5/13] Viking Child 17/29 
Golf Grand Slam 17/35] Super Mario Bros3 =: 16/29] Fatal Rewind 12/28] Storm Lord 11/24} Navy Seals 11/19] Psycosis 5/13] Warbirds 16/25 
Gremlins II 13/24] Super Off Road 12/22| Final Zone 19/32| Streets Of Rage 15/36| Ninja Gaiden Shadow 14/24] Raiden 22/39 
Gun Nac 18/29] Tail Spin 19/30} Fire Shark 12/25] Street Smart 20/34) Nobunaga's Ambition 11/20} Sherlock Holmes (CD)14/29 Super 
Harlem Globetrotters 13/26] Tecmo Super Bow! 26/45} Flicky 19/35] Strider 12/25} North & South 16/26] Silent Debuggers 13/34 ‘ 

Heavy Shreddin 13/26] Teen Ninja Turtles II|_ 26/40} Forgotten Worlds 19/29] Super Hang On 15/32] Pac Man 14/21] Sinistron 4/10 Nintendo 
High Speed 25/37| Terminator 2 22/35} Gain Ground 22/39) Super Volleyball 20/35} Paperboy 13/22] Sonic Spike 9/19 , : 
Home Alone 22/36| Tetris by Nintendo 19/32] Gaiares 24/43] Sword Of Sodan 8/16| Prince Of Persia 10/21] Space Harrier 5/14] Actraiser 15/32 
Ikari Warriors III 12/19] Thunderbirds 14/25] Galaxy Force II 22/38| Sword Of Vermillion 10/25] Punisher 12/21| Splatter House 10/22| Addamm's Family =—.25/45 
Isolated Warrior 15/25] Times Of Lore 21/37] Ghouls N Ghosts 8/21| Task Force Harrier 18/38] Q Bert 11/22] Super Star Soldier 4/13] B. Ball Sim. 1000 26/41 
J.Chan's Kung Fu _—- 14/26] Tiny Toon Adventures 25/35| Golden Axe II 22/38] Thunder Force III 17/29] Quarth 12/19] Super Volleyball 8/19| Castlevania IV 28/46 
Kiwi Kraze 12/20] Toki 18/36] Granada 15/29] Thunder Fox 24/33| R-Type 12/19] Tail Spin 24/42| EDF 22/39 
Klash Ball 19/31] Tom & Jerry 24/34] Growl 20/35| Toe Jam & Earl 22/37| Rolans Curse 9/18] Taking It To The Hoop 5/12] Final Fantasy II 23/47 
Krazy Kreatures 12/22| Trog 15/28] Hard Ball 7/16] T. Lasorda B-Ball 10/27| Side Pocket 11/21] Tiger Road 9/21| Joe & Mac 25/42 
Laser Invasion 16/34] Twin Cobra 21/37| Hard Driven 12/28| Trouble Shooter 18/33] Simpsons: Camp 12/20] Timeball 42/20} Lagoon 18/39 
Last Ninja 15/26] Ultima II, Avatar 15/30] Heavy Nova 17/38] Twin Cobra 25/36] Sneaky Snake 13/21| Tricky Kick 7/14| Leg. of Mystical Ninja 25/45 
L' Empereur 24/47| Ultimate Stuntman 20/35} Hell Fire 19/29] Two Crude Dudes _—_—_ 18/35} Snoopys Magic Show 12/19] Turrican 15/30| Lemmings 24/46 
Little Mermaid 21/39] Uncharted Waters = 32/49] Immortal 20/44] Ultimate Qix 14/29] Snow Brothers 11/21] TV Sports Basketball 9/22] N. Ryan's Baseball 27/46 
Lone Ranger 16/32] Uninvited 22/35] Insector X 15/29] Valis 27/46| Solomon's Club 10/18] TV Sports Football 2/8) Pit Fighter 25/44 
MC Kids 20/39] US Golf 17/29] James Pond II 25/40} Valis III 10/25| Space Invaders 10/18] TV Sports Hockey _—- 12/29} RPM Racing 15/34 
Megaman 4 22/35| Vegas Dream (B) —- 26/42 Jewel Master 15/31| Vapor Trail 27/44| Spiderman 10/21] Valis Il (CD) 11/26] SuperSmashT.V. 26/41 
Metal Storm 14/26] Vice ProjectDoom 20/34] Joe Montana 2 15/29] Warrior Of Rome 13/29] Spud’s Adventure 14/24] Veigus: Tactical Glad. 7/18] Super Bases Loaded 27/42 
Monopoly 22/36] Wheel Of Fortune —- 10/22] John Madden 92 29/45| Warsong 20/40] Star Trek 11/21} World Court Tennis 3/10] S- Ghouls 'n’ Ghosts 19/38 
Monster Truck Rally 19/27] Where Is Carmen S.D.19/30]| Ka Ge Ki 16/34] Winter Challenge 27/41] Super Scrabble 11/19] Y's Book! &II(CD) 18/35] Super Off Road 24/41 
Nascar Challenge 20/37] Where’s Waldo? 25/39] Kid Chameleon 18/40] Wonder Boy 25/39] Sword Of Hope 12/20] Y’s Book III (CD) 17/39] Super Scope 6 30/50 
NES Open Golf 22/35| Wizardry 8/19] Kings Bounty 12/24] Y's Ill 20/44] Teenage Turtles Il 14/26] Yo’ Bro 10/24] SuperTennis = 24/42 
Nightshade 20/38] Wizards & Warriors III 19/35] Lakers vs Celtics 18/37 Terminator 2 12/22 Super WrestleMania 22/46 
Ninja Gaiden III 25/40| Wolverine 14/25] Last Battle cYaw4 _ Mega Drive Games Tiny Toon Adventure 11/21 PC Engine Games True Golf Classics = 22/47 
Nobunagas Amb. || 25/39] World Champ Boxing 15/32] Marble Madness ieee, We carry a wide selection Bigger ean We carry a wide selection BEM ESerLteifeiam 27/37 
Pirates! 22/39] Wurm 16/27| M. Lemieux Hockey 12/29 MME EM ee nes Wheel Of Fortune — 10/19 of PC Engine Titles We are receiving NEW 
Qix 16/29] Zombie Nation 16/32| Marvel Land eee} CallFor Current Prices! BWMiiWe-cimerears) Call For Current Prices! Super NES games 


Quantum Fighter 10/20 
Quatro Adventure 20/38 
Quatro Sports 18/37 
Rad Racer || 20/39 


Every Day! 
Call For Current Prices 
Ask About Our 
Super FamiCom Games! 


Call To Order (818) 764-2442 


TO ORDER - Before ordering call for current prices. Please include cost for game(s), plus postage and r ——_— a — 


handling of $5.00 per shipment plus $1.00 per game if shipped to the continental US, af 50 plus $1.00 per 
: GET OUR NEWS LETTER FREE! 


game to Alaska/Hawaii, $8.50 plus $1.00 per game to Canada, $15.00 plus $3.00 per game to other countries. 
y || Call or write for a FREE price list of To Order 


We accept checks, money orders or credit cards (Visa, Mastercard, Discover, and American Express). Sorry 
No COD's. Sales Tax - California residents please include 8.25%. Your credit card is not charged until we 
; all games and systems. Stop in at our CALL NOW! 
retail store to try out games and (818) 764-2442 


ship your order. Personal checks with PO Box addresses will be held 2 weeks to clear. Most orders will be : 
shipped within 24 hours by UPS 2nd Day Air, if merchandise is in stock and there is a street address. 4 
Fax (818) 764-4851 Bi 

systems before you buy. 
y Mon-Sun 10-5 PST fil 


SALES POLICY - All used games are guaranteed 30 days from ship date. All defective games can only be 
exchanged for the same title game. No refunds, credits, or exchanges. We make no guarantee for product 
performance. Once your order is placed it cannot be changed without authorization. Please send your games 
via UPS or Insured Parcel Post. We are not responsible for the safe receipt of your games. A check will be 
sent to you within 48 hours after receiving and testing your games. Deductions will be made for missing 
instructions, boxes, and slipcases. Please call us for information about the deductions. NOTE: Due to a3 
month lead time to place this ad, supply and demand, the availability of these games and prices are subject 
to change without notice. To guarantee a price call and get an authorization number. Without an authorization 
number the price will be determined on the day we receive your order or games. Authorization numbers are 
good for a week after you recieve them. We are not responsible for typographical errors. We reserve the right 
to refuse any purchase or sale. Nintendo is a registered trademark of Nintendo Of America Inc., Genesis is 
a registered trademark of Sega Enterprises Inc., and Turbo Grafx-16 is a registered trademark of NEC, Lynx 
is aregistered trademark of Atari Corp., Neo Geo is a registered trademark of SNK Home Entertainment Inc. 


I Walk-In customers or UPS Delivery: 
: 12104 Sherman Way, N. Hollywood, CA 91605 Send For 


News Letter: 

~ Game Dude 
J Address _ : P. cy. Box § 8395V c 
City/State/Zip Van Nuys, CA 91: 
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CIRCLE #132 ON READER SERVICE CARD. 
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KONAMI 

Version: IBM PC ($39.95) 


The Bloodwych have come back—qui- 
etly, of course. Zendick, the powerful 
mage who was once brother to this band 
of psychic wizards, still rules with his min- 
ions in Trazere. Eons ago he betrayed 
them and banished the Bloodwych to the 
Astral Plane. Now, two have returned to 
inhabit the bodies of two of Trazere’s 16 
remaining champions. They must destroy 
Zendick and return his ally, the Lord of En- 
tropy, to the realm of chaos before they 
annihilate the world. 

Actually, it could be one or two champi- 
ons, depending on how many players there 
are. The first step is to choose which cham- 
pion the player wishes to be. There are four 
each of four groups, each group repre- 
sented by a suit: Spades for Fighters, Clubs 
for Mages, Diamonds for Archers and As- 
sassins, and Hearts for Adventurers. The 
name of each champion humorously re- 
flects his or her character. For example, As- 
troth Slaemwort is a reptilian fighter with 
fangs, while Megrim of Moonwych is a 
dark-haired, druidlike woman with a tiara. 

Once the champion is 
picked, play begins, and the 
gamer gets a three-dimen- 
sional champion’s-eye-view of 
a labyrinthine dungeon. The 
graphics are good, though not 
minutely detailed. The small 
objects the player must find 
are sometimes hard to deci- 
pher or even see. 

Accompanied by heroic but 
somewhat repetitive music, 
the player uses either key- 
board or mouse, but Blood- 
wych is played best using a 
mouse to click on the icons. 
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As the on-screen hero finds the way to 
each of the four towers in the city, food, 
keys, weapons and other items can be 
added to the inventory. Other champions, 
with their own inventories, are met during 
the game, and the player can try to recruit 
them into joining the quest. The gamer will 
also meet assorted nasty types who try to 
kill him or her. These encounters provide 
the most enjoyable aspects of the game. 
The banter, threats, bribery and boasts that 
fly between the characters can be very 
funny (although the phrase “awesome 
friend” could have been retired). The com- 
munication between them does get quite 
sophisticated as the game continues. 


The champion and his band 
are able to cast spells as well 
as fight, and there’s a wide 
range of weapons available. Al- 
though all weapons can be 
used by all champions, some 
characters are more proficient 
in their use than others. 

Eventually, the group gets to 
the towers. In each, they find a 
crystal of storing. When the 
champs take these to the fifth 
tower, home of the evil Zendick 
and the Lord of Entropy, the 
crystals are used to bring about 
the demise of the bad guys. 

Bloodwych is a good intro- 
duction to role-playing games. Imagina- 
tive and occasionally even witty, it 
sweeps the player into a world full of 
characters that could have stepped from 
the pages of a Fritz Leiber novel. It’s easy 
to play, but complex and involved, and 
promises the player hours of fantastic 
gaming escape. 

—Sara Slaymaker 
Konami Inc. 
900 Deerfield Parkway 
Buffalo Grove, IL 60089-4510 
(708) 215-5111 
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Super Tetris 


SPECTRUM HOLOBYTE 
Version: IBM PC ($49.95) 


People have said that Tetris is the most 
addictive game in the world. If that’s the 
case, those who have been staying up 
until the wee hours to play “just one more 
game” better avoid Super Tetris like a bird 
avoids a snake. It may seem impossible, 
but Super Tetris is even more habit form- 
ing than its popular predecessor. 

Super Tetris adds several f 
twists to an already out- [ 


Super Tetris, like its popular 


predecessor, will keep gamers 
glued to the computer's display 


for hours on end. 


standing computer game. |mamm 
First, the well into which the | 
player’s pieces fall is deeper { 
than before—so deep, in Ea 
fact, that it doesn’t fit en- 
tirely on the screen. Besides 
the deeper well, several 
treasures have been added 
to the game, which, when 
dug up, help the player in 
various ways. 

Although the well is 
deeper, when the game 
starts, the bottom is already 
filled in with blocks that the 
player clears out. As each 
row of this rubble is cleared 
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away, a picture slowly rises from the bot- 
tom of the well. When the entire picture is 
revealed, the level is won, and the player 
can then move on to the next. Of course, 
with each succeeding level, the rubble 
gets tougher and tougher to remove. Also, 
the pieces fall faster, giving the player less 
time to decide where the pieces should go 
and how to juggle them into position. 
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As mentioned, there are treasures in 
the rubble that the player can dig up. 
Some of these prizes increase the number 
of pieces left to drop (which gives the 
player a better chance to clear the rubble), 
while others provide tools with which the 
player can remove pieces from the screen. 

For example, the bubble treasure will, 
when released, rise to the water line, de- 
stroying all pieces it touches. (The water line 
is the dividing point between the player's 
blocks and the rubble.) Other tools remove a 
line of pieces, destroy all objects within a 3 x 
3 grid, turn pieces into bombs the player can 
use to destroy other pieces, and more. 

Like the original Jetris, when the player 
fills in rows, the rows are removed from 
the screen. With Super 
Tetris, however, when rows 
are removed, the player is 
also awarded bombs that 
can blast pieces from the 
well. The number of bombs 
awarded depends on the 
number of rows removed si- 
multaneously. The bombs 
are important new features, 
because they allow the play- 
er to remove mistakes, as 
well as trigger the various 
treasures. 

Super Tetris can be con- 
trolled via keyboard, joystick 
or mouse, but the last two 
are not recommended since 
both are awkward and 
clumsy methods. With the mouse, for ex- 
ample, it’s difficult to position pieces pre- 
cisely. The keyboard control is precise and 
simple, so much so that it’s strange Spec- 
trum HoloByte decided to support a joy- 
stick and mouse at all. There’s simply no 
need for them in this game. 

While Super Tetris is an absorbing con- 
test in its one-player mode, there’s some- 
thing to be said for human-vs.-human 
game play, as well as cooperative play. 
The game offers both of these multiplayer 
modes. In cooperative and competitive 
play, the well is wider and two pieces fall 
simultaneously. In the head-to-head mode, 
two players can compete using two com- 
puters that are networked together or con- 
nected via a null-modem cable. 

Super Tetris is an addictive sport that'll 
keep anyone glued to the computer's dis- 
play for hours on end. Every gamer should 
have a copy, but those who have work to 
do better not unwrap the box. 

—Clayton Walnum 
Spectrum HoloByte 
2061 Challenger Drive 
Alameda, CA 94501 
(510) 522-3584 
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Out of This World 


INTERPLAY 
Versions: Amiga ($59.95), 
IBM PC ($59.95) 


It was a dark and stormy night. Lester 
Knight Chaykin, boy scientist, was hard at 
work on his latest nuclear experiment 
when a stray bolt of lightning struck the 
laboratory building, sending Lester off to 
another time, another dimension, another 
world. The player, as Lester, finds himself 
stranded on an alien planet with no appar- 
ent way home. Indeed, merely staying 
alive takes on a whole new priority. 

Delphine Software, the folks behind Fu- 
ture Wars, Cruise for a Corpse and Opera- 
tion Stealth, designed Out of This World 
with the same slick presentation and 
smooth animation that graced their earlier 
titles. A lot of games these days claim to 
let you “actually play the film,” yet few ac- 
tually deliver the experience. Even the leg- 
endary Dragon’s Lair was little more than 


a glorified demo, filling six disks and fea- 
turing a whopping six minutes of actual 
game play. Out of This World comes on a 
mere two disks, yet allows the player far 
greater control over a scenario that plays 
Out over nearly half an hour. 

Out of This World wins points immedi- 
ately by doing away with the infuriating 
“three lives—game over” business. Using 
a coded sectional restart system, it gives 
players as many chances as necessary to 
figure out how to get past the trickier seg- 
ments. The action is straightforward and 
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the level of difficulty increases gently, but 
wickedly. 

Like Prince of Persia, to which it can be 
favorably compared, Out of This World 
features flat polygonal graphics generat- 
ing real-time rotoscoped animation. The 
cinematic technique includes fluid zooms, 
pans and close-ups, all with accompany- 
ing music and sound effects. 

After the two-and-a-half minute open- 
ing sequence, the player takes control of 
Lester and attempts to keep him alive in 
this strange new world. Carnivorous 
plants and poisonous slugs pose immedi- 
ate danger, and, just as the player is about 
to become lunch for a huge bearlike beast, 
a pair of hooded aliens intervenes on his 
behalf, stunning both the creature and 
Lester. The player awakens caged, in the 
company of a fellow who, after a success- 
ful escape, becomes his steadfast com- 
panion. 

By relieving a deceased guard of his 
pistol, the player gains a powerful and ver- 
satile weapon capable of generating a pro- 
tective force field, a single-shot laser bolt 
and a devastating super blast. The gun 
holds a limited charge, and only experi- 
ence will reveal whether you've wasted a 
shot on a door that could have been 
opened by other means. The aliens exhibit 
varying degrees of marksmanship and in- 
telligence, and some can even be tricked 
into killing themselves! Control is simple, 
only a joystick is required, and many ac- 
tions are performed automatically, allow- 
ing the player to concentrate on the truly 
essential movements. 

Out of This World, an immensely ap- 
pealing game loaded with atmosphere, 
represents everything a superior arcade 
adventure should be. 

—Scott Wolf 
Interplay Productions 
3710 S. Susan, #100 
Santa Ana, CA 92704 
(714) 549-2411 
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(When selling us your games) 
WE PAY YOU 


Control Deck 
10 Yd Fight 
1942 

1943 

720 

8 Eyes 

Abadox 
Addams Fmly 
Adv Byu Billy 
Adv Dino Riki 
Adv Isle 

Adv Isle 2 

Adv of Lolo 
Adv of Lolo 2 
Adv of Lolo 3 
Adv T Sawyer 
After Burner 
Air Fortress 
Airwolf 

Al Unser 

All Pro B-ball 
Alpha Miss 
Amagon 

Amer Gladtrs 
Anticipat’n 
Arch Rivals 
Archon 
Arkanoid-Game 
Astyanax 
Athletic World 
Attack-KIr Tmats* 
Baby Boomr 
Back Futr 

Back Futr 2/3 
Bad Dudes 

Bad News Bsbl 
Bad St Brawler 
Balloon Fight 
Band Kngs Chna 
Barbie 
Barcelona 92* 
Bards Tale 
Base Wars 

Bsbl 

Bsbl Pros 

Bsbl Smltr 

Bsbl Stars 
Bases Lded 
Bases Lded 2 
Bases Lded 3 
Batman 
Batman-Rtn Jkr 
Battle Chess 
Battle Olympus 
Battle Tank 
Battle Toads 
Beetlejuice 
Bible Advntrs 
Big Bird Hd & Spk 
Big Foot 
Bignose Cvman 
Bill & Ted Adv 
Bio Fre Ape* 
Bionic Cmmndo 
Black Bass 
Blades of Steel 
Blaster Master 
Blaze Busters* 
Blue Marlin 
Blues Bros * 
Bo Jackson 
Bombrman 

Boy & His Blob 
Breakthru 
Bubble Bobble 
Bucky O'Hare 
Bugs Bny Cstl 
Bugs Buny Bday 
Bump & Jump 
Burger Time 
Cabal 

Calif Games 
Calif Raisins* 
Capt America 
Capt Comic 
Capt Skyhawk 
Carmen SnDiego 
Casino Kid 
Castle Dragn 
Castlequest 
Castlevania 
Castlevania 2 
Castlevania 3 
Cave Mn Gms 
Chall Dragn 
Champ Bowling 
Chessmaster 
Clash at Dmnhd 
Classic Cnent 
Clu Clu Land 
Cobra Command 


$32 
3 

10 
16 


FUNCO, INC. 


purchase or sale. 


WE PAY 
Cobra Triangle 
Code Nm Viper 
Commando 
Conflict 
Cong Xtal Plce 
Contra 
Contra Force 
Crystalis 
Cybernoid 
Dance Aerobics 
Darkwing Duck* 
Dash Galaxy 
Daydrm Davey* 
Days of Thndr 
Deadly Towers 
Def Dyn City* 
Defend of Crown 
Defender 2 
Deja-Vu 
Demon Sword 
Desert Comm 
Dest Earth Str 
Destiny of Emp 
Dick Tracy 
Die Hard 
Dig Dug 2 
Disney Adv 
Dizzy 
Dnky Kng Jr 
Donky Kng 
Donky Kng 3 
Donky Kng Clas 
Donky Kng Math 
Double Dragn 
Double Dragn 
Double Dragn 
Double Dribble 
Dr Chaos 
Dr Jekyll/Hyde 
Dr Mario 
Dragn Fighter 
Dragn Power 
Dragn Spirit 
Dragn Warr 
Dragn Warr 2 
Dragn Warr 3 
Dragn’s Lair 
Duck Hunt 
Duck Tales 
Dungeon Magic 
Dyno Warz 
Elev Action 
Emp Strks Bck* 
Evrt/Lnd! Ten 
Excitebike 
F-1* 
F-15 City Wars 
F-15 Strk Eg] 
Family Feud 
Faria 
Faxanadu 
Ferrari GP 
Fester’s Quest 
Fightg Golf 
Fightg Sim* 
Final Fantasy 
Firehse Rescue* 
Fist of N Star 
Friday 13th 
Galaga 
Garg’s Quest* 
Gauntlet 
Gauntlet 2 
Genghis Khan 
Ghost & Gobls 
Ghost Bstrs 
Ghost Bstrs 2 
GI Joe 
GI Joe-Atl* 
Goal 
Godzilla 
Godzilla 2 
Golt 
Golf Peble Bch 


hr 
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Golf Pwr-G Nrmn* 


Golgo 13 
Goonies 2 
Gotcha 

Gradius 
Gremlins 2 
Grge Frmn Bxng* 
Guardn Lgnd 
Guerilla War 
Gum Shoe 
Gunsmoke 
Gyruss 
Hammnrin’ Harry 
Hatris 

Heavy Barrel 
Heavy Shreddin 
Heroes of Lance 


YOU 
$10 


WE PAY YOU 
Hillstfar $22 
Hogans Alley 8 
Hollywood Sars 12 
Hoops 4 
Hrim Glbtrttrs 28 
Hunt Red Oct 18 
Hydlide 3 
I Cn Rmembr 18 
Ice Climber 8 
Ice Hockey 6 
Ikari War 3 
Ikari War 2 4 
Ikari War 3 16 
Immortal Paes 
Ind Jns Doom 6 
Ind Jns Lst Crsd 20 
Indy Heat* 22 
Infiltrator 6 
Iron Sword 4 
Iron Tank 6 
J. Nicklaus GIf 20 
Jack & Bnstik* ZZ 
Jackal 6 
Jaws 10 
Jeopardy 16 
Jeopardy 25th 22 
Jeopardy Jr 26 
Joe & Mac* 22 
John E Qback 3 
Jordan vs Bird 8 
Joumey Silius 10 
Joust 12 
Karate Champ B) 
Karate Kid 6 
Kamov 8 
Kickle Cubicle 24 
Kickmaster* 22 
Kid Icarus 14 
Kid Niki 12 
King of Kings 22 
Kings of Beach 10 
Kings Quest V* 22 
Klash Ball 24 
KLAX 22 
Knight Rider 4 
Krion Conquest 10 
Krusty’s Fun Hse* 22 
Kung Fu 3 
Kung Fu Heroes 8 
Kung Fu II* 22 
L’Empereur 22 
Laser Invasion 12 
Last Starfighter 16 
Legacy of Wiz 4 
Legnd of Kage 5 
Legndry Wngs 6 
Legnds Dmnd 30 
Life Force 8 
Lil Lg Bsbl 16 
Lil Nemo Dr Mstr_ 18 
Lil Mermaids 30 
Lode Runner + 
Loopz 20 
Low G Man 8 
Mach Rider 6 
Mad Max 8 
Magic Candle* 24 
Magic Darts 22 
Magic Jhnsn Bskb 8 
Magic Sherezade 8 
Magmax 6 
Maj Lg Bsbl 4 
Maniac Mansion i4 
MappyLand 16 
Marble Madness 12 
Mario Brothers 12 
Marvels X-Men 10 
Matchbox Racers* 22 
McKids* 24 
Mega Man 26 
Mega Man 2 18 
Mega Man 3 22 
Mega Man 4 26 
Metal Gear 3 
Metal Storm 16 
Metroid 8 
Michl Andretti 16 
Mickey Mouse 16 
Mickey’s Drm Bln* 22 
Micro Machine 28 
Might & Magic* 22 
Mighty Bmb Jck 12 
Millipede 26 
Milon Sec Castl 8 
Mini Putt* 22 
Mission Imp 4 
Monopoly 42 
Monst Trk Rly 30 
Monst - Pocket 22 
Monst Party 8 
Moon Ranger 24 
Motr Cty Patrl 22 
Ms Pacman 26 
MULE 12 
Muppet Adv i4 
MUSCLE 6 

99 


Mutant Virus* 


10120 W. 76th Street 


Eden Prairie, MN 55344 
To Sell Us Games: Call us first for current prices. Prices 
based on game, instruction manual and original box. Sub- 
tract $1.00 for missing manuals and $3.00 for missing 
boxes.(Due to a 3 month lead time to place this ad, our buy 
prices may be different). We reserve the right to refuse any 
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Mystery Quest 
NARC 
Nascar Chll 
Natl Ftbl Lg 
NES Open 
Nghtmr Elm St 
Nightshade* 
Ninja Crsdrs 
Ninja Gaiden 
Ninja Gaiden 
Ninja Gaiden { 
Ninja Kid 
Noah's Ark* 
Nobun Ambtn 
Nobun Ambtn 2 
North & South 
Operatn Wolf 
Othello 
Overlord* 
Pacman 
Pacmania 
Palamedes 
Paper Boy 
Paperboy 2* 
Perfect Fit 

Petr Pan Pirts 
Pictionary 
Pinball 

Pinball Quest 
Pinbot 

Pipe Dream 
Pizza Panic* 
Platoon 

Play Act Ftbl 
Pool of Radnce* 
Popeye 

POW 

Predator 

Pro Am Racing 
Pro Wrestling 
Punch Out 
Punisher 

Q-Bert 

Qix 

Quant Fighter 
Quattro Adv 
Quattro Sports 
Race America* 
Racket Attack 
Rad Racer 

Rad Racer 2 
Rainbow Isle 
Rambo 
Rampage 
Rampart* 

RBI Bsbl 

RBI Bsbl 2 

RBI Bsbl 3 
Remote Control 
Renegade 
Rescue Emb Miss 
Rescue Ranger 
Ring King 

Rivr Cty Rnsm 
Road Blasters 
Road Runner 
Robin Hood 
Robo Cop 

Robo Cop 2 
Robo Cop 3* 
Robo Warriors 
Rock N Ball 
Rocket Ranger 
Rocketeer 

Rog Clmns Bsbl 
Roger Rabbit 
Roller Ball 
Roller Games 
Rolling Thunder 
Romnce 3 Kngs 
Romnce 3 Kngs 2 
Roundball 

Rush N Attack 
Rygar 

Secret Ties* 
Section Z 
Sesame St 123 
Sesame St ABC 
Sesame St Ctdn* 
Shadowgate 
Shatterhand 
Shingen Ruler 
Shinobi 

Shogun Maeda* 
Shooting Range 
Short Order 
Side Pocket 
Silent Service 
Silk Worm 
Silver Surfer 
Simpsons | 
Simpsons 2 
Skate Or Die 
Skate Or Die 2 
Ski Or Die 
Skull & Csbns 
Sky Kid 

Sky Shark 
Slalom 

Smash TV 
Snake Rattle 
Snakes Revenge 
Snoopys Sprts 
Snow Bros 
Snow White* 
Soccer 

Solar Jetman 
Soloman’s Key 


to 
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$12 
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Solstice $6 
Space Shuttle 22 
Spelunker 12 
Spot the Game 18 
Spy Hunter 4 
Spy vs Spy 4 
Stanley - Search* 22 
Star Trek 22 
Star Tropics 16 
Star Voyager 6 
Star Wars 22 
Stealth 14 
Street Cops 14 
Street Fighter 12 
Strider 6 
Superman 14 
Supr Contra 18 
Supr Ddge Ball 10 
Supr Glve Ball 2 
Supr Jeopardy 24 
Supr Mario 2 
Supr Mario 2 16 
Supr Mario 3 24 
Supr Mr/Dk Ht 2 
Supr Mr/Dk/Trk 4 
Supr Off Road 22 
Supr Pitfall 10 
Supr Spk Vlybl 16 
Supr Sprint 4 
Supr Spy Hntr* 22 
Supr Tm Games i4 
Swamp Thing* 22 
Swordmaster 22 
Swords & Serps 10 
Tag Tm Wrstlg 4 
Talespin* 28 
Target Rengade 6 
Targhan* 22 
Task Fre Harrier 22 
Tecmo Bsbl 8 
Tecmo Bowl 20 
Tecmo Bowl 2 42 
Tecmo Wrid Wrst 10 
TMNT 10 
TMNT 2 22 
TMNT 3* 22 
Tennis 10 
Terminatr 2 24 
Tetris-Nintendo 20 
Three Stooges 10 
Thundrcade 10 
Thundr & Litng 20 
Tiger Heli 4 
Time Lord 2 
Tiny Toons 22 
To the Earth 3 
Toki 22 
Tombs & Trsrs 12 
Toobin 16 
Top Gun 10 
Top Gun 2 16 
Total Recall 8 
Totally Rad 12 
Town & Ctry 2 
Town & Ctry 2* 22 
Toxic Crdsrs* 22 
Toxic Crusadrs 22 
Track & Field 4 
Track & Fid 2 6 
Treasure Mstr 22 
Trick Shoot'g 4 
Trog 24 
Trojan 2 
Turrican* 22 
Twin Cobra 16 
Twin Eagle 20 
Ultima 12 
Ultima 2 22 
Ultima-Warrs Dest* 22 
Ultmt Air Cmbt* 22 
Ultmt B-ball 18 
Ultmt Journey* 22 
Ultmt Stuntmn* 22 
Uncharted Water 22 
Untouchables 22 
Uninvited 18 
Uninvited 2* 22 
Urban Chmpn 2 
Vegas* 22 
Vegas Dreams 42 
Vice 22 
Volleyball 6 
Wacky Race* 22 
Wall Street Kid 4 
Wayne Grtsky 16 
Werewolf 8 
Wheel Frtn 22 
Wheel Frtn Fam 32 
Wheel Frin Jr 26 
Wheel Frtn Vanna = 22 
Where's Waldo 24 
White Lion* Ze 
Wild Gunman 12 
Willow 10 
Win Lose Draw 12 
Winter Games 8 
Wizrdry 16 
Wizrdry 2* 34 
Wizrds & Warts 2) 
Wizrds & Warrs 3* 22 
Wolverine 22 
World Chmp 28 
World Chmp Wr 16 
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World Cls Tr Mt 
World Cup Scer 
World Games 
World Runner 
Wrath Blk Mnta 


SUPER NES 


WE PAY YOU 
$145 


Control Deck 
Act Raiser 
Addams Family * 
Adv Isle* 

Amer Glad* 
Beast Wrst* 


$6 
IS 
10 


Bill Laimbeer C B 


Blues Bros* 
Bombuzzle* 
Bulls/Lakrs* 
Chesmstr 
Contra 4* 
Cstlvnia 4 
D-Force 
Darius Twin 
Drakkhen 
Dream TV 
Extra Inngs* 
Facbl 2000* 
F-Zero 
Final Fan 2 
Final Fight 
Goal 
Gradius 3 
Gun Force 
Hole in | 
Home Aln 
Hook* 

Hunt Rd Oct 
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Control Deck 
Abrams Btltnk 
Adv Syd Valis* 
After Burner 2 
Air Diver 
Airbuster 

Alex Kidd 
Alien Storm 
Aliens 3* 
Alisia Dragon* 
Altered Beast 
Arch Rivals 
Arcus Odyssey 
Art Alive 
Atomic Runner* 
Attack Sub 
Back to Ftr 3 
Batman 

Battle Squadron 
Battlemaster 
Battlewings* 
Beast Warriors 
Bimini Run 
Black Crypt* 
Breach 

Buck Rogers 
Budokahn 
Bulls vs Lakers* 
Burn'g Force 
Bustr Doug Bxg 
Cadash 

Cal 50 

Calif Gms 
Carmen SnDiego” 
Centurian 
Chessmastr* 
Chuck Rock* 
Columns 
Corporat’n* 
Cyberball 
Cyborg Justice* 
Dark Castle 
David Robinson’ 
Death Dual* 
Decap Attack 
Desert Strike* 
Devilish* 

D Tracy 
Dinoland 

DJ Boy 

Double Dragn* 
Dyn Duke 
E-Swat 

Earnest Evans* 
El Viento* 
Exile* 

F-22 

Faery Tales 
Fantasia 

Fatal Rwnd 
Fatl Labyrinth 
Ferrarri GP 
Fight’ g Master* 
Final Zone 
Forgotten Wrlds 
Gadget Twins* 
Gaiares 

Gain Ground 
Galaxy Force 2 
G Fman Boxg* 
Ghost Busters 
Ghouls Ghosts 
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$125 
28 
24 
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Wreck’g Crew 
Wrestlemania 
WWF Chilnge 
XeXyZ 

Yo! Noid 


$12 
6 
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Hypr Zn 
Imperium* 
Joe & Mac* 
John Mdn 92 
Krustys F H* 
Lagoon 

Leg Mys Nin* 
Lemmings 
Led Dmnd* 
Magic Swrd* 
Migth & M2# 
Mteal Mstrs* 
Nolan Ryan* 
Paprboy 2 
PGA 

Pilot Wng 
Pitfighter* 
Populous 
Radio Flyer* 
Raiden* 

Rap Quest 
Rival Turf 
Robo Cop 3* 
Rocketeer* 
RPM Racing 
Sim City 
Skins Gm 
Smart Ball* 
Smash TV* 
Sol-Deace* 
Spac M Fre* 


$32 
26 
26 
28 
26 
26 
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Golden Axe 
Golden Axe 2 
Golt 

Growl 

Guardn Angls* 
Hard Ball 

Hard Drivn 
Heavy Nova 
Hell Fire 
Herzog Zwie 
Hollow World* 
Immortal 
Insector X 
James Pond 
James Pond 2 
Jessie the Body . 
Jewel Mastr 

Joe Mntana Ftb!l 
Joe Mntana 2 
John Madn Ftbl 
John Madn 92 
Jordan vs Bird* 
Ka Ge Ki 

Kid Chamel!n 
Kings Bounty 
KLAX 

Krusty’s Fun Hse 
Lakers Celtics 
Last Battle 
Lemmings* 
Lord of Rings 
Marble Madness 
Mario Lemieux 
Master-Mnstrs* 
Maze Huntr* 
Mdnght Resist 
Mercs 

Michl Jcksn Mwk 
Mickey Ms Cstl 
Might & Magic 


Might & Magic 2* 


Mike Ditka Ftbl 
Ms. Pacman 
Musha 

Mystic Defender 
Mystical Fighter 
NHL Hockey 
Olympic Gold* 
Onslaught 
Outrun 

Pac Mania 
Paperboy 

Pat Riley Bsktbl 
PGA Tour Golf 
Phant Str 2 
Phant Str 3 
Phelios 
Pitfighter 
Populous 
Powerball 
Quackshot 
Quad Challenge 
Rambo 3 

Rastan Saga 2 
RBI Bsbl 3 
Revenge Shinobi 
Rings of Powr* 
Road Blasters 
Road Rash 


$24 
46 
9 hes | 
24 
24 
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Zelda $8 
Zelda 2 12 


*New Releases 
These may or may not 
be released. 


WE PAY YOU 
Space Ftbl $26 
Spanky's Quest* 26 
Star Wars* 
Sirti Ptr 2° 26 
Supr B Sm 
Supr Bs Ld 
Supr Bultnk* 
Supr F-1* 
Supr Ghouls 
Supr Monaco 2 
Supr MWId 
Supr Off Road 
Supr R Typ 
Supr Socr* 
Supr Tennis 
Syd of Valis* 
Test Drive 2* 
Thundr Sprts 
Tom & Jry 
Top Gear 
Ultra Man 
Ultrabots* 
UN Squad 
Wailalae 
Wiz of Oz 
World Socer 
WWF 
X-Men* 
Xardion* 
Y's 
Zelda 3 


WE PAY YOU 
Rocky* $28 
Rollng Thndr 2* 24 
Shadw Beast 24 
Shadw Blaster 8 
Shadw Dancer 18 
Shin’g Drkns 38 
Shove It \4 
Side Pocket* 24 
Slaughter Sport® 34 
Soccer I4 
Sol Deace* 24 
Sonic Hdghog 20 
Space Harrier 2 12 
Space Invdrs 30 
Speedball 2 32 
Spiderman 24 
Splatterhse 2* 24 
Sports Talk Bsbl* 24 
Star Control 2% 
Star Odyssey * 26 
Starflight 28 
Storm Lord 20) 
Street Smart 24 
Streets of Rage 34 
Strider 20 
Strike Eg! 27 24 
Supr Hang On 14 
Supr Hydlide 6 
Supr Monaco 2 
Supr Monaco 2 24 
Supr Off Rd* 24 
Supr Thndr Bld I4 
Supr Vlybl 16 
Swampthing* 30 
Sword Sodan 12 
Swrd Vermilln 20 
Syd of Valis* 24 
Target Earth 8 
Targhan* 24 
Task Force* 24 
Techno Cop 18 
Terminatr* 26 
Test Drive 2 24 
Thundr Fox 24 


Thundr Free 2 
Thundr Free ; 
Toe Jam & Earl 36 
Toki - Ape Spit* = 24 
Tom Lsrda Bsbl 20 


» tr 
f 


Traysia* 24 
Truxton 14 
Twin Cobra 24 
Two Crude Dudes* 24 
Valis* 24 
Valis 3 20 
Vapor Trail 28 
Vice* 24 
Wardner 22 
Warriors of Rome =. 22 
Warsong* 24 
Wheel of Frtn 24 
Whip Rush 10 
Wings of Wor 24 
Wtr Games* 24 
Wonder Boy* 24 
World Clss Ldrbrd 24 
) eee 24 
Zany Golf 10 
Zoom 12 


*New Releases 
These may or may not 
be released. 


Conquests of the 
Longbow: The Legend 
of Robin Hood 


SIERRA ON-LINE 
Version: IBM PC ($59.95) 


OVERALL 


123456769 10 


With two filmed versions of Robin 
Hood released in the same year, interest in 
Britain’s most famous vigilante is at its 
highest level since Errol Flynn stopped 
making movies. Each filmed version tried 
with varying effort and success to mix leg- 
end with the available information on 
15th-century Britain, which they often ig- 


nore, aS shown by the inclusion of the 


Moor sidekick in the Kevin Cost- 
ner film. Programmer Christy 
Marx, while clearly aware that she 
was creating an adventure based 
on a fictional character, worked to 
preserve historical accuracy 
whenever possible. Nevertheless, 
Sierra’s Conquests of the Long- 
bow: The Legend of Robin Hood 
still manages to be a game, not a 
term paper, with all of her re- 
search conveyed in the lushly ani- 
mated illustrations and even in 
the characters’ dialogue. 

Because everything in the game occurs 
along a linear chronology, with a certain 
set of actions and adventures happening 
each day, play can often feel more like 
watching a movie than taking control of a 
character, even with the game’s five possi- 
ble endings. But it’s a wonderful movie, 
with forests beautiful enough to make an 
environmental statement and characters 
with distinct expressions and humanlike 
movements. And the “aura” effects sur- 
rounding the magic are, in their own low- 
key manner, more stunning than any thun- 
derbolts-and-lightning display. 

Marx tries to give Robin control when- 
ever possible. Players handle their own 
bow work, quarterstaff combat and other 
arcade sections, which may be automati- 
cally won by those who do not wish action 
to disrupt the storytelling. However, play- 
ers will need to develop some skill with 
Nine Men’s Morris, a simple strategy 
game popular in the Middle Ages, dating 
back to 1400 B.C. 

Marx drew from Druid plant lore and 
gemology to add the right amount of 
magic to make the game mystical, without 
degenerating into a generic sword—or 
bow—and-sorcery game. Romance is pre- 
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While other games in this genre 
concentrate on puzzle solving or 
meaningless maze wandering, 
everything in Conquests of the 
Longbow has a subtle air of 
challenge. 


ordained in dreams, the 
forests are filled with 
spirits and the sheep 
have wicked tongues. 

While other games ei- 
ther concentrate on puz- 
zle solving or meaning- 
less maze wandering, 
everything in Conquests 
of the Longbow has a 
subtle air of challenge. 
Often while traveling, the 
key is not where to go, 
but how long to stay in a 
certain place. Players 
who rush away too soon 
from observation points 
and conversations will 
find themselves stranded. 
But then controlling a 
character whose head is 
wanted by every corrupt clergyman and 
soldier in Sherwood does not lend itself to 
tarrying. 

With the exception of the names of 
saved games, typing is completely unnec- 
essary, due to Conquests’ icon-driven sys- 
tem. A two- or three-buttoned mouse is 
the ideal device to use, with one button 
choosing actions while the other deter- 
mines the recipient/target/direction. 

Sound boards add to the user’s plea- 
sure. Prerecorded sounds include me- 
dieval chanting, snoring and the thunk of 
an arrow hitting the tree in the outlaw’s 
special target range. 

Conversation is the key to advancing. 
Though the game’s icon-driven play 
avoids the difficulties inherent in handling 
even the best parsers, it’s truly amazing to 
see the range of messages players can 
send to encountered characters, using the 
following options: converse, touch, draw a 
weapon, or use/give any item. Marx made 
Robin a master of the backhanded compli- 
ment, as well as the outright insult. 

Perhaps Conquests’ greatest strength is 
its accessibility to players of various ages. 
The game is free of graphic violence, ex- 
plicit sex and profanity, but Robin does 
kill, the romance is still exciting and, while 
the villains drink far too much, the heroes 
are not teetotalers either. 

One doesn’t need a fanatical interest in 
medieval England to enjoy Conquests of 
the Longbow: The Legend of Robin Hood. 
All the player needs is a longing for ad- 
venture in a place more real than any pre- 
viously encountered in computer gaming. 

—David S. Moskowitz 
Sierra On-Line 
40033 Sierra Way 
Oakhurst, CA 93644 
(209) 683-4468 
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Glider 4.0 


CASADY & GREENE INC. 
Version: Macintosh ($49.95) 


Computers were sup- 
posed to eliminate the 
wasteful drudgery of 
handling modern soci- 
ety’s seemingly endless 
glut of paper. Ironically, 
Glider 4.0 from Casady & 
Greene is about a piece 
of artfully folded com- | 
puter-generated paper |* 
that takes off as one of |, — 
the most original arcade 
games of the year. 

All the action takes OST 


place in a spooky mansion. There are Glider 4.0 has an ingeniously 
many rooms, including hallways, up and simple Zen-like feel that 
down staircases, plus secret passageways becomes increasingly intricate. 


capable of warping the glider to unex- 
pected locations. The graphics are magnifi- 
cent. Each screen is so beautifully detailed 
and drawn (especially vibrant in color) that 
players may feel they’re inside a painting 
come to life. Lightning, leaking water, plus 
other well done mood-altering sound ef- 
fects add to the game’s eccentric spirit. 

The game begins with a fleet of four glid- 
ers. One glider hovers precariously in the 
first room. Since paper planes don’t have 
engines, the glider will fall to the ground 
and become useless in a few seconds. Play- 
ers must somehow overcome gravity and 
maneuver the glider from one room to an- 
other while avoiding hazardous objects. Fly- 
ing through all the rooms and out of this 
eerie piece of real estate is the game chal- 
lenge. What's a paper-glider pilot to do? 

Fortunately, this old house has recently 
added extensive duct work for central air- 
conditioning and heating. By catching ris- 
ing air and gaining altitude from strategi- 
cally placed floor vents, gliders can thermal 
surf across rooms. Initially, children may 
have difficulty visualizing columns of rising 
air. A toggle-on feature that displays uplift- 
ing air aS wavy lines gets the idea across. 

Other means of glider support include 
hot air from candles (avoid getting too 
close) and finding energy batteries along 
the way that provide standby glider turbo 
power. Although there’s usually more than 
one way to traverse a room, all but a few 
rooms require battery power. 

To remain airborne, players must de- 
velop a knack for graceful control, precise 
timing and going with the air flow—this 
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easygoing premise in- 
stills Glider 4.0 with an 
ingeniously simple 
Zen-like feel that be- 
comes increasingly in- 
tricate as gamers reach 
higher room numbers 
in the mansion. 

Gliders can move 
forward or even slide backward. A reverse 
stall is often critical in reaching a battery 
or obtaining a jar of rubber bands (ammo 
for shooting down moving, enemy, dart- 
like gliders, balloons and swirling copters). 
Touching special objects with a glider 
earns bonus points, and points are 
awarded for making it across a room. AIl- 
though not penalized for planning the next 
move while hovering over a vent, players 
may sacrifice time points given for speed. 

A narrow menu status bar at the top of 
the screen indicates the name and room 
number, available battery energy, the 
amount of rubber bands in the arsenal and 
gliders in the squadron. Room names are 
fanciful or provide clues on how to get 
across the chamber. 
~ Avoid contact with deadly electrical 
sockets, flying toast, paper shredders, 
jumping fish and other dangers too humor- 
ously gruesome to mention. Adding gliders 
is possible as the player progresses; no 
more gliders and the game is over. Explore 
everything, even areas that appear to be 
dead ends. Revealing any more would be 
equivalent to saying “the butler did it” and 
would spoil all the mysterious fun. 

Glider 4.0 includes a comprehensive 
Room Editor that deserves a review all by 
itself. The editor allows players to plot out 
their own version of the game by design- 
ing a house full of rooms. Creating a well- 
balanced series of challenging rooms ex- 
poses the genius of the game. Keyboard 
and mouse manipulation provide the least 
amount of control over Glider 4.0. The 
MouseStick by Advanced Gravis offers the 
most maneuverability for high scores. 
Saved games, while good strategy for 
learning quickly, are not eligible for the 
high-score table; only a score achieved by 
a straight-through flight makes this list. 

The manual is concise and clearly writ- 
ten, reflecting the brilliance of designer 
John Calhoun. Soaring high in the realm 
of inspired delight, the game appeals 
equally to children and CEOs. Glider 4.0 is 
one “paper chase” worth every screen 
byte it’s printed on. 

: —Maxwell Eden 
Casady & Greene Inc. 
22734 Portola Drive 
Salinas, CA 93908 
(408) 484-9228 
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Falcon 3.0a 


SPECTRUM HOLOBYTE 
Version: IBM PC ($79.95) 


Spectrum HoloByte obvi- 
ously put a great deal of 
time into producing the Fal- 
con 3.0 simulation. Aside 
from delaying its release by 
about a year, one month 
after its debut it issued a 
patch disk, version 3.0a, to 
fix the problems and en- 
hance some capabilities. 


An imposing soundtrack 
greets the player upon load- 
ing the game. This quickly 
fades away to a quiet forest 
scene. As a Mig roars over- 
head followed by a Falcon in close pursuit, 
a quick rush of adrenaline pumps through 
the player’s body in anticipation of what is 
to come. The rest of the game is of the 
same quality as the opening animation, 
featuring Superior sound and graphics and 
endless playing time. 

The player makes choices about his 
computer configuration, squadron informa- 
tion and which area of the simulation to 
start in from the War Room screen. J 
The pilot can choose to alter his | 
configuration, view replays, enter 
communications mode, fly in Red 
Flag or activate a new squadron. 

If a new pilot is antsy for fight- 
ing, he can choose Instant Action 
and be placed directly in the mid- 
dle of a dogfight. All the controls 
and options are the same in this 
mode, except the pilot has no fam 
wingman and begins and ends play 
in the air. The sole object is to de- 
stroy every plane and ground tar- 
get in sight. Normally the player has unlim- 
ited weapons and fuel, so the only limit to the 
game's length is how long a pilot can survive. 

The Red Flag option lets the rookie pilot 
get used to his aircraft without any serious 
harm. The squadron is placed in Nevada 
where several lessons can be taken, or les- 
sons can be customized and constructed by 
the player. As the pilot trains, the computer 
enhances his abilities in the area he trains in. 

The game really begins when the player 
forms a squadron and heads for a combat 
theater. The war zones are Kuwait, Panama 
and Israel. A map shows how much of the 
combat zone is occupied by the enemy and 
how much is friendly. Based on this, the 
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squadron must adjust its mis- 
sions to the type of fighting 
needed in the current situation. 
If the enemy is losing ground, 
then the squadron stays on the 
offensive and tries to cut into 
enemy forces. If the allies are 
losing, the squadron's mis- 
sions are defensive. Whereas 
in other simulations the pilots’ actions 
don't have much bearing on the outcome 
of the war, in Falcon the outcome depends 
largely on the actions of the player. 

A new player should be warned: The 
first several missions will not be survived. It 
takes a bit of playing to learn how to avoid 
SAMs and enemy aircraft. Even after several 
hours of play it’s difficult to survive a mission. 

The biggest qualm with the game is the 
air cover provided by wingmen and allies. 
It is almost nil. A wingman rarely survives 
a mission, and no friends drop in to help 
when the pilot needs it most. Fortunately, 
the number of fighters in the flight and the 
amount of flights in each mis- 
sion can be altered to shift the 
balance of power. Increasing 
the number of fighters per 
mission increases the chances 
of success, but also increases 
fatigue and decreases the sup- 
plies in squadron. 

The game supports two- 
player tandem or head-to- 
head modes via modem or Novell net- 
work. (No other networks are supported at 
this point.) Spectrum HoloByte also down- 
graded network play from six to two play- 
ers with version 3.0a. Hopefully, a newer 
version will correct this. 

The game supports all major sound 
cards. Speech is incorporated throughout if 
the player owns a Sound Blaster, but ex- 
panded memory is necessary to utilize 
sound and graphics completely. The terrain 
throughout the game is spectacular (check 
out the canyon in the southeast corner of 
Red Flag), although a 486, or 386 with a co- 
processor, Is necessary for full effect. 

This is the best combat flight simulation 
to date. It requires more devotion to ma- 
neuvering, strategy and aeronautical skills 
than any previous simulator. Players should 
be prepared to spend a significant amount 
of time learning the F-16 completely. 

The graphics are stunning, the sound is 
incredible and the game play is a rush. | 
highly recommend Falcon 3.0a to any 
armchair military pilot. 

—David Ethel 
Spectrum HoloByte 
2061 Challenger Drive 
Alameda, CA 94501 
(510) 522-3584 
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CIRCLE #134 ON READER SERVICE CARD. 


Becoming a Contender 
in 4-D Boxing 


ELECTRONIC ARTS 
Version: IBM PC 


To excel at 4-D Boxing, a player must 
turn a created boxer into a world champi- 
on. The boxer starts with a rank of 51; it 
takes training, as well as effective boxing, 
to become number one in the world. 

A fighter has up to 45 fights before his 
time is up. The boxer starts to tire after 35 
fights, so it is important to fight the 
Champ before that. There are 50 boxers, 
so obviously a pugilist cannot fight every- 
one before retiring. It takes a move up of 
at least two spots in the ranking every 
fight so that the contender can face the 
Champ before the end of his career. 

There are two ways to win a fight, 
either by a knockout or by landing the 
most punches. The first 15 or 20 boxers 
are easy to knock out in the first or early 
second round. A player just has to over- 
whelm these fighters with punches. When 
the bell rings, move directly across the 
ring and use a combination of body blows 
to weaken the computer boxer. When the 
boxer is about to fade, a hook or a series 
of hooks will quickly put the pugilist to the 
canvas. 

This strategy is sound for the first 20 


or, if lucky, the first 25 boxers. Soon after . 


that, players get their 
lights knocked out. Box- 
ers who have defenses 
other than putting their 
face or body in front of 
punches will become the 
opponents. For that rea- 
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son, the first 20 boxers should be treated 
as sparring partners and not just as 
punching bags. A player must develop 
many different techniques to be success- 
ful. Test different combinations of punch- 
es and, equally important, try different 
defenses. Take a few punches, try to 
block them, and then practice stepping 
back out of the other boxer’s reach and 
shaking out the cobwebs. On the offen- 
sive, practice different combinations and 
get a good feel of how close boxers have 
to be for effective punches. When facing 
the better boxers, few fighters will be 
able to win by a knockout, especially 
early in the fight. 

A good strategy when faced with the 
better boxers is to throw a jab and then 
step back. When the boxer comes in 
range, throw another jab and step back 
again. But do not get caught in the cor- 
ners; slowly circle around the outside part 
of the ring. The boxer’s path should look 
like a square with the corners rounded. 
This strategy works against every boxer 
except the Champ. 

There is no simple strategy to take care 
of the Champ. The player’s boxer gets 
thrown back when hit by this monster. The 
Champ cannot be overwhelmed by the 
power of the player's punches, nor will the 
strategy of jabbing and evading be effec- 
tive. The Champ doesn’t hesitate when hit 
by these light punches; he closes the gap 

™y and pummels his opponent. 
A player has to have a well- 
rounded fighting technique 
to be successful. An effec- 
tive mix of power punches 
and knowledge of when to 
step back and defend is the 
only way to successfully 
challenge the Champ. 

As in the real world of 
professional boxing, the 
only secret to success is 
practice and more practice. 
A well-trained pugilist can 
work his way up the ranks 
and someday be prolaimed 
champion of the world. 

—David Ethel 
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How to Advance 
Civilization 
MICROPROSE 
Version: IBM PC 


Sid Meier’s games never lend them- | 


selves to a “universal” strategy that 
allows the player to win every time. Civi- 
lization (like Meier’s last game, Railroad 
Tycoon) is designed with multiple layers 
of difficulty and an endless variety of start- 
ing positions to allow maximum replay 


value. All a player can really hope to do is ty 
recognize some of the important concepts [igem 


and potential pitfalls that exist for those 
who seek to build a civilization that will 
withstand the test of time. 


Time is of the essence, perercatathy a 


early in the game when it leaps 
along in 20-year increments. The } 
initial Settler unit should build a 
city as soon as possible to begin 
production of other units. The first 
priority should be to defend this §& 
holding, so begin production of the & 
strongest military unit available | 
(usually militia) and fortify the first 
two produced in the city. The next 
two or three should fan out in 
exploration of the surrounding 
area, finding resources for new city 
sites, making contact with other civ- 
ilizations and looking for village 
icons. The latter are beneficial 75% 
of the time, yielding scrolls of 
ancient wisdom (technological 
advances) and valuable mineral 
deposits (money in the bank), or 
supporting an advanced tribe, 
which will immediately form a new 
city in the empire. The other 25% of 
the time, entering a village will 
unleash a horde of barbarians who 
must be subsequently conquered. 
Thus, through early and far-reach- 
ing exploration, one can gain a 
jump on a lot of the other civiliza- 
tions by finding villages first. 

When other civilizations are encoun- 
tered in the early stages, it is best to make 
peace (unless they are positioned at a geo- 
graphical choke point that precludes fur- 
ther expansion in any direction). This al- 
lows a consolidation of one’s position prior 
to any risk-taking. Also, peaceful exchange 
of knowledge may allow several civilization 
advances to be gained, whereas conquest 
of a group only allows the selection of one 
of their technologies for implementation. 

Once the first military units are 
deployed, players should build a maxi- 
mum of two Settler units to develop new 
cities in choice resource areas that the 
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exploring units discover. Immediately 
thereafter, begin domestic improvements 
in the home city (build barracks, gra-— 
naries, temples, etc.) to keep the populace 
happy. Domestically, city walls are a great 
enhancement (though costly), as they sig- 
nificantly add to the defensive factor of 
the city. The other new cities can be used 
for production of additional military units 
to smite invaders and continue expansion 
as necessary. Once the first three cities 
are beginning to prosper, build additional 
Settler units to develop roads, agricultural 
improvements, mines, etc., in their vicini- 
ty, thereby increasing the economic base. 
With a good base of tax dollars it is possi- 
ble to “buy” units in production without 
having to wait for them, thereby increas- 


bit one’s ability to expand or wage war. 


By this time, the destruction of 
one or two other civilizations 
(assuming a game with seven civi- 
lizations) will have occurred. Their 
conqueror’s should be avoided for 
now, if at all possible. If one has 
contact with another civilization at 
this point, it is a good time to go to 
war and build one’s own city base. 
After the conflict is joined, any 
subsequent offers of peace with 
knowledge or money concessions 
should be accepted; then, go right 
back after the weakened opponent 
next turn. More can be gained in 
this manner than through straight 
conquest and plundering. 

~Conquering the world is only 
one way to win the game, and it 
isn’t easy (just ask any of the 
great dictators in history). The 
other method of winning is to put 
the first colonists in space. Even if 
one is beaten by one of the other 
civilizations, it is possible to end 
up in the hall of fame for surviv- 
ing the ages. Remember that civi- 
lizations receive points for years 
of peace, percentage of happy cit- 
izenry, technological achieve- 
ments and building “Wonders of the 
World.” The latter are big-ticket items, and 
possession of them through conquest 
does not count toward the total, so don’t 
neglect building them when the situation 
permits. It is usually not best to spread 
these projects among the cities. Instead, 
concentrate them in the most productive 
city of the realm, after it has been ade- 
quately defended, of course. 

Managing the myriad requirements 
associated with demagoguery is never 
easy, but if it was, it wouldn’t be half as 
much fun! 

—Ed Dille 
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‘ve gotten several letters in re- 

cent months, all asking the same 
thing: How can | break into elec- 
tronic-gaming journalism? I'll 
cover this in some depth in next 
month’s Inside Gaming column, but 
there’s one aspect that probably be- 
longs right here in Fandango. 

I'd recommend that many of the peo- 
ple who'd like to review games for mon- 
ey consider starting in the pages of 
electronic-gaming fanzines. Competi- 
tion is fierce for journalistic openings, 
both staff and free-lance, and editors 
reserve their warmest welcome for 
writers with a decent track record. In oth- 
er words, if you show that you know how 
to critique a computer or video game 
properly, it improves the chances that 
eventually you'll receive similar work for 
hard cash. 

The best way to get started is to write 
to the fanzines that you find most in- 
teresting, enclosing one or more sample 
reviews and offering your services. 
Fanzine editors are always hungry for well- 
written, incisive material. Collect all your 
printed fanzine writing in a folder. When 
it's time to query a professional maga- 
zine, that file of work could spell the dif- 
ference between landing an assignment 
or a turndown. 


Circuit City Report #5 


Danny Han and Terrence Yee 
P.O; Box 240623 
Honolulu, HI 96824-0523 
$1.95—Frequent 
12 pages 
Prospective writers, as well as readers, 
should check out this newsletter-style 
publication devoted to the Amiga, IBM PC 
and Genesis. The layout is crisp and well- 
organized, and the editors obviously 
know what they’re doing. 


yood way ! 


set 
We eh @ | ie ist. 
rent ran2aive .b 
fey a 
LAvacses, +} ‘ 
nes, aaGlicrr— . vont elec” 
names, @ AS ns of currer” ale 
‘ a > & it 
Zen 


: ie} c eit ve = ry \ 
inceorriptiOls VY : rN cg ry Laat 
HesSvitP* \ You Can Uv 


mes. i 
2 _- (cae 
Katz te" : 


c al 
+a fanzin 
ic-aaming ter ae 
dai + Jace Arnmice Nat 


fron 
' 
} oc ¥¢ : 
tal and SCIit 
s, right) and > 
f ; oO 


‘at 

i oy VelOVe:. 
ramped env scaafl | 
¢ Latthy”~ 


116 ¢ JUNE 1992 


From Fan te Pre 


BY 
ARNIE KATZ 


The current issue presents news, let- 
ters and tips, plus lengthy reviews of 
six games. The prose style is a little 
gung ho, but you can’t blame this ener- 
getic tandem for letting their enthusi- 
asm spill over into their writing. Circuit 
City Report could use a little more of its 
editors’ personalities, but it’s definitely 
one fanzine worth reading. 


The Atari Zone Vol. 4, No. 1 


Daniel M. lacovelli 
No address listed 
No listed price=No frequency listed 
12 pages 

This 2600, 5200, 6800 and Lynx newslet- 
ter is the official organ of the Atari Video 
Club, a 16-member aggregation that 
traces its origin back to 1988. Despite this 
history, The Atari Zone is prone to neo- 
fanish mistakes. For example, there’s 
no colophon (with the fanzine’s address, 
price and frequency), and the text needs 
tightening and spell checking. It’s good 
to see a letter column, but why waste 
space by signing each editorial reply? 
These are highly correctable problems, 
of course, and Dan seems like the kind of 
fanzine editor who'll fix them in a hurry. 

News notes, an editorial commemo- 
rating the club’s fourth anniversary, let- 
ters, tips and short reviews adequately 
fill this issue. The Atari Zone will im- 
prove rapidly when its editor has had a 
chance to study style and presentation a 
little more closely. 


MegaForce #6 


A.J. Ramos 
33022 Lake Huron St. 
Fremont, CA 94555 
$5=Bimonthly 
14 pages 


Here’s a good example of what an 
electronic-gaming fan can do with some 
enthusiasm, ingenuity and a bit of artis- 
tic talent. This eye-catching fanzine is 
aimed at 16-bit video gamers, though it 
also covers the NES and Game Boy. 

The illustrations give MegaForce an 
inviting appearance, though the editor may 
want to cut back on company logos in fu- 
ture issues. Perhaps A.J. can develop 
his own signature character, too, rather 
than appropriating copyrighted ones 
like Bart Simpson. 

Like most fanzines, news and reviews 
are the main attraction, although there’s 
also the start of what could develop into 
a lively letter column. I'd like to see A.J. 
step out front a little more and give us 
some of his opinions about games and 
gaming. MegaForce is still improving, and 
that makes it a fanzine worth a try. 


Raw Current #3 


Leo Dolan and Jason Cross 
2102 Tanbark Lane 
Ft. Lauderdale, FL 33312 
$1.50—Frequent 
16 pages 

A strategy guide to Super Mario World 
and reviews take center stage in this 
sprightly fanzine that mixes humor with 
its information. | strongly disagree with 
the editorial, which counsels would-be 
fanzine editors to forget it, but it’s good 
to see well-presented viewpoints of any 
stripe. | can even forgive the editors’ 
complaints about making only a small 
profit on what is, after all, a hobby, be- 
cause they're rapidly propelling Raw 
Current to the upper echelon of gaming 
fanzines. «= 


MEGAGAMING 


Gaming, . e of Electronic 


ie Katz, Bill 


VipEoOGAmMES & CompPuTER ENTERTAINMENT 


VIDEO GAMES 


BOUGHT & SOLD 


SUPER-NINTENDO, SEGA GENESIS, 
ETC. WE PAY MORE FOR USED 


GAME CARTS, AND SELL FOR LESS. 


SEND FOR FREE LISTS! 
FUN—N—GAMES 


8130 La Mesa BI. #209, La Mesa, CA 91941 


CIRCLE #135 ON READER SERVICE CARD. 


We Sell 


M A R 


Used/We Buy 


KETPLAC E 


9 H OP PE R 


SUPkeMACY 
FO 


Challenge of the 
New World Order 


Meet the challenge of the new world 
order — where the threats are global 
and the struggle endless. 

You lead one of the world’s six 
superpower blocks to its rightful des- 
tiny - world domination. Shrewdly use 
your diplomatic skills to mislead foes 


Top Game Designers Reveal - 


HOW TO DESIGN AND SELL 
VIDEO GAMES 


60 minute VHS Cassette 


send $39.95 cash, check or money order to 
SLIGO VIDEO P.O. BOX 35433, Los Angeles CA 90035 


CIRCLE #136 ON READER SERVICE CARD. 


CURRENT RELEASES ONLY 


Super NES, Nintendo & Sega Genesis 
- Send $1.00 for 4 page Price List 


BOSTON TRADERS' 
16 ADDINGTON ROAD 
BOSTON, MA 02146 
617-734-6565 


CIRCLE #137 ON READER SERVICE CARD. 


SEGA 


688 Attack Sub _37.95/20.00 and to keep allies loyal. 
Abrams Battle Tank 29.95/ 15.00 
Adventures of Syd 37 96/20.0C G e NES i Sony Plan and prepare for war. Flex your 
fterburner II 29.95/ 15.00 
Air Buster 29 95/ 15.00 economic muscle by building armies 
Air Diver 24.95/ 12.00 a ‘ 
an Granada 29.95/15.00 Shining in Darkness 44.95 j i 
Alex Kidd "19.95/8.00 Granada 3798/2000 Slaughter Spot 3795/2000 Zan joanna and navies, then make airborne and 
lien Storm 2I-IN ION «IY KER ee Asante FUG 49 .95/30.00 
Py ee) ae 4Q enn VIN 29.95/15.00 soccer C6IWIEUU - AF ALIAN AN thi H 
Alisia Dragon 44.95/28.0¢ fay es fe oe Coa 37.95/20.00 amphibious assaults on distant lands. 
Altered Beast 14.95/4.00 "alUbd eee Ee aes ns aciaonn Final Fantasy 2 44 95/25.00 
A shy Ee ates az7ar/on nn Heavy Nova 37.95/20.00 sonic Hedgeno 24.95/12.00 —, i 4 OEINE MN H 
Coates Gaciean wate 29.95/15.00 Space Hamer Il — 24.95/12.00 oa cep eter By word and by deed your reputation 
FAAT( S <a J J.UU Beet ei aie = 4 AO 4c nn rif US Of J UV U 
Amold Palmer Golf 29.95/15.00 !mmorta 37.95/20.00 Space Invaders 91 29.95/15.00 Giri) 44 95/25.00 ill d the glob 
Arrow Flash "54.95/12 00 _ Insector X 24.95/12.00 Speedball 2 299515.00 re COM will spread across the globe. 
Arrow Flas 24.95/ 12.00 niipioie i. anda, 2 “s > Oe&/9n nn Mole in One Go 37.95/20.00 
Atomic Robo Kid 24.95/12.00 James Pond 24.95/12.00 Spiderman 37.95/20.00 J si — 3/39 20 rd Th is d h k 
Atomic Runne 3795/90 99 James Pond II 29 95/15.00 Sportstalk Baseball 49.95/30.00 “ € Alone 37.95/20.00 ere is Ganger however — nukes — 
Atomic Runner sae <a Meee, Eleed se azazionnn Hyperzone 37.95/20.00 
anil tee (Cai aag/inqqj. Jewel Mast 29.95/15.00 Star Contro 37.95/20.00 =~ 7R rae. aif AQ O8/20 AO . 
Back to Future I 29.95/15.00 Jew Mastet e150. Star Fight 37.95/20.00 20k Nekiaus Golf 49.95/30.0 they cast the chill of the Cold War. Soon 
at Man Oe I ees een me ae azazionnn oe and Mac 37.95/20.00 
aa a7 a&/on nn Joe Montana F/B 2 37.95/20.00 Star Odyssey 3/.9O/ 2U.0U hn Mladen C/2 27 OL/ON AN : ° 
Battlemaster —37.95/20.00 enon F/B 2995/1500 Street Smart 3795/0000 John Madden F/B 37.95/20.00 the world becomes a nuclear mine field 
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Bimini Run 29.95/15.00 an vs Bird 49.95/30.00 Stride 25.95 1500 (ago 97 95/20.00 be careful where you tread. 
Buck Rogers 44.95/2500 Ka GeK 29.95/15.00 Super Hang On 29.95/15.00 | ernings  44,95/25.00 
Bulls vs. Lakers  49.95/30.00 Kid Camelon 37.95/20.00 super hydlide C4.9912.00 nin Syord 9 95/30.00 
B. Douglas Boxing 37.95/20.00 Milling Game Show 37.95/20.00 Super Monaco GP 29.95/15.00 ith 2 Magic —49.95/30.00 
Caliber. 50  —-—-29.95/15.00 King’s Bounty 29.95/15.00 Super Thunder Blade24.95/12.00 Aik;4 packorhall 49.95/30.00 
California Games 37.95/20.00 Krusty’s Fun House 37-95/20.00 Super Volleyba 29.95/15.00  ioian Ryan Bball 44.95/25.00 
Castle of Illusion 37.95/20.00 Lakers vs. Celtics 37.95/20.00 Sword of Sodan = 29.95/19.00 Oh oF this World 49.95/30.00 
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Crossfire 24.95/12.00 Midnight Resistance 29.95/ 15.00 Zerminator | 49.99'C.00 Rampart 49.95/30.00 
Curse 37.95/20.00 Might and Magic 37.95/20.00 /est Unvec 44.95/25.00 2 fete 14 95 25 an 
Cyberball 9995/1500 Mike Ditka’s F/B = 24.95/12.00 Thunder Fox 29.95/ 15.00 RDM Farin 44.95/25 nn 
Cyborg Justic 37.95/20 00 | Moonwalker 29.95/15.00 Thunderforce || 24.95/ 12.00 SimCity 37 95/20.00 
Dark Castle 29.95/15.00 Ms. Pac Man 29.95/15.00 Thunderforce Ill —24.95/12.00 “So 44 95/25 00 
David Robinsons MUSHA 29.95/15.00 Toovam & Ear A hese dpe Smash TV 37 95/20.00 
Sinrame Cort 44.96/05 00 Mystic Defender 24.95/12.00 T.L. Baseba 37.95/20.00 < rbaneegiiin 
Supreme Court 44.95/25.00 y 4 ee a a7 OB/ON AN vy Adv Islan 44.95/25.00 
Death Duel —«-29.95/15.00 ‘Mystical Fighter —37.95/20.00 Traysia _ 37.95/20.00 Sup Baseball Sm 44.95/25 .00 
Decap Attack 37.95/20.00 NHL Hockey 49.95/30.00 | rouble Shoote 29.95/15.00 oor Bases Loaded 37 .95/20.00 
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Ran W 9995/1509  Sagaia 29.95/ 15.00 99! 20, Si oe i 
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eas caaciie an Shadow Blasters  29.95/15.00 Drakkhen 37.95/20.00 Devil's Crush 29.95/ 15.00 Please Pri 
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Titles in /TAL/CS are newer and may or may not be available, please call for 
availability. All Used Genesis, Game Gear, TurboGrafx 16, and Super Nintendo 
Cartridges must include box and instructions. We pay cash for Genesis, Game 
Gear, and Super Nintendo cartridges. We pay store credit only for TurboGrafx 
16 and Nintendo cartndges. All Used Cartridges have a 90 DAY WARRANTY 
and are subject to availability. Although all prices are subject to change 
without notice, most prices in this ad will be effective thru June 30, 1992. We 
reserve the right to refuse any sale or purchase. Please call our Information 
line for any changes in prices, policies or procedures before sending cartridges. 


Credit Card Orders Call: 
(209) 432-2684 


Call for titles not listed 


Address 


Cae 
VISA 
ae 


| 


Send your Cartridges/ Orders to — — — — Allow 40 days to receive orders placed with money orders and 60 daysreceive 


City State/Province 


For a current price list, orders placed with checks. Due to the nature of game cartridges, we are 

| send Name, Complete unable to give refunds. For shipping, add $5.50 for the first cartndge and $.75 

OFT WA RE Réblisan | for each additional. Alaska/Hawail/APO double shipping charges. Calif Res 

fess and $1for =" add 7.75% tax. If we do not re ackage by June 30, 1992 or your 

Dept. VG6 add 7.75% tax. If we do not receive your package by June 30, 1992 or your 

Spt. ee , ame titles are not listed in this ad, you will be paid from our current price list 

352 W. Bedford, Suite 104 O receive prices in this ad you must include the ‘Dept. #' (far left) on the 
Fresno. CA 93711 OUTSIDE of your pacts nclude your Name, Address, and Phone Number 

' on a piece of paper on the INSIDE of your package. Checks are normally 

24 Hour Recorded Info Line: (209) 432-2644 | : 3 he your cartniaes, | : 
Dealers Welcome - Call or FAX (209) 432-2599 


Country Zip/Postal Code 


Postage and Handling to 


| BRE Sarrwaut| 
Dept. VCT 
P.O. Box 25151 
Fresno, CA 93729 


Please allow 2 to 4 weeks for delivery. 


mailed within 2-3 working days of receiving your cartridges. If you are unclear 
about any of our policies, procedures or prices, please call. 
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THIS OPPONENT IS PROGRAMMED 
TO BE CHALLENGING. 


+hisGe Wayis-to Pip Your 
lungs OvT- 


If you think you’re good at games, then let’s have some 
real fun. When you’re online with GEnie® Multi-Player 
Games, you’re playing real people, in real time. Some of 
the best players around the world. © Splash a bandit in Air 
Warrior®, and you’ve just taken out eight other guys, who'll 
be back gunning for you. Blast a MechWarrior® in MultiPlayer 
BattleTech™, and who knows? Could be that jerk from the 
coast. Could be a mercenary who’s looking for a few good 
friends. © With GEnie, the possibilities are endless, the 


Corporation 


people are terrific, and even the prices are competitive. So 
put some new life into your joystick, and sign on. We’ll see 
just how good you are. © Signup now: I. Set your modem 
for half duplex (local echo) at 300, 1200 or 2400 baud. 
2. Dial toll free — 1-800-638-8369. Upon connection, enter 
HHH 3. At the U # = prompt, enter XTX99316, VideoG92 
then press RETURN 4. Have a major credit card or your 


checking account number ready. © For more information 
in the U.S. or Canada, call 1-800-638-9636. 


(GEnie 


multi-player games 


100% ORGANIC OPPONENTS 


Air Warrior is a registered trademark and Stellar Emperor is a trademark of Kesmai Corporation. MultiPlayer BattleTech is a trademark and MechWarrior and BattleTech are registered trademarks of FASA Corporation. 
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